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BPA may be edited for space, clarity, or so we look 
Cool. Later days, Cathy. We'll miss you and 
your spunky attitude. Hope you have fun 
working with your #1 dude. Good luck at 
Games Business. Watch out Sven, she’s good. 


Few things represent Namco’s success better than Reiko Nagase, star of the Ridge Racer series. In fact, PlayStation wouldn't be the 
powerhouse platform it is today without Namco titles like Ridge Racer and Tekken to give it a boost. In this rare, behind-the-scenes 
look, Next Generation talks to the people who make the games and learns exactly why Namco is so damn good 


Moments in time 

The history of the game industry is dotted with pivotal events 
that were seemingly insignificant at the time. Here are the 
moments when things were never the same again 


Jim Whims 


He helped launch Nintendo in the U.S. in 1986, then did the same 
for Sony in 1994, Now an independent venture capitalist, Jim 
Whims has a few things to say about the looming console wars 
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Will an emulator kill an aging PlayStation before its time? 
Moreover, can Nintendo 64 survive without Zelda? 


INTELLIGENCE 


Game industry news and analysis 


PLAYSTATION EMULATION 


RAISES QUESTIONS 


Could this change the future of emulation — and games? 


magine playing off-the-shelf 

PlayStation games with 
perspective correction, filtering, and 
high-res graphics. The solution isn’t 
a hardware upgrade or new console 
from Sony, but instead, something 
you probably already own: a PC. 
PSYKE is the most impressive of a 
recent crop of PlayStation emulators 
for PC that provide a promising look 
into the future of emulation — a 
future in which the emulator itself 

exceeds the quality of 
the original 


hardware it is emulating. Playing a 
game with PSYKE is as simple as 
placing a PlayStation CD into a PC's 
CD-ROM drive and starting the 
emulator. 

How good is the emulation? At 
the moment, it’s more interesting for 
its potential than for its actual 
performance. Compatibility is hit-or- 
miss, and so far, PSYKE can only run 
a handful of commercially available 
games, although it plays many 
demos and most Yaroze games just 
fine. Also, as yet, it doesn't support 
PlayStation audio (but it does handle 
CD Audio). 

However, in spite of these 
shortcomings, the 
technology is still 
impressive. With the most 
compatible game, Burning 
Road, the software 
renderer produces 
graphics that look nearly 
identical to the actual 
output of a PlayStation, 
running between 12 and 

50fps on a Pentium I! 
233. However, much 
more exciting 


by the Glide driver (above) 


| 3D games (top) are improved 


is the early version of the 3Dfx Glide 
driver. The game comes to life in 
high-res — with filtered textures, 
sharp edges, and improved speed 
— looking as if it had been rewritten 
for a next generation console. 

But with all the debate about 
the legality of emulation, the 
emergence of PSYKE begs the 
question: Is it legal? As with most 
emulation issues, the answer is 
more complicated than a simple 
“yes” or “no” (although, if you want 
to be on the safe side, go with “no"). 
Developed by two anonymous 
authors and a few program 
contributors, the emulator itself is 
only about 1MB and requires a ROM 
image of your PlayStation BIOS. In 


Burning Road Is the best example of how PlayStation games are visually 
improved. The actual game (top right) pales in comparison 


order to get a PlayStation game to 
run, you must either disassemble 
your PlayStation and have the 
equipment to read in the data from 
your BIOS chip, or download a copy 
of it from the Internet. Downloading 
the ROM is illegal. It is also illegal to 
distribute the ROM online. 
(Needless to say, there are already 
dozens of sites that offer copies of 
the BIOS ROM.) 


Considering that the 
emulator is written in Visual C++ 
and could conform to Directx, it 
would be a simple matter to port it 
to Sega's Dreamcast. The BIOS calls 
could be reverse engineered to 
produce the same results with a 
completely original BIOS image, or a 
software workaround could be 
developed, either of which would 
eliminate the copyright issues that 
prevent the use of the real 
PlayStation BIOS. Would Sega be 
interested in such a possibility? 
When contacted, Sega was not 
prepared to make a statement. 
However, a spokesperson did 
suggest that Sega would have some 
official comment in the near future. 

One might expect that Sony 
would have some comment on the 
implications of the emulator, but 
when Next Generation contacted 
several spokespeople for Sony, they 
were oblivious to the existence of 
PSYKE and weren't willing to make 
an official statement. 


Even if it worked flawlessly, the 
emulator would do little to harm 
software sales, which produce the 
bulk of income for Sony and its third 
parties. Hardware has long been the 
least profitable end of any console’s 
business model, and so, from a 
financial viewpoint, the emulator 
ought to have very little effect on 
Sony. However, with Sony firmly 
committed to the idea that the 
PlayStation still has life enough to 
last two more years, the real danger 
lies, not in losing dollars, but in 
losing consumers and consumer 
mindshare. The next generation of 
competing consoles could offer an 
emulator that runs PlayStation 


NINTENDO 
RELEASES RAM 
EXPANSION 


Nintendo has revealed its plans for 
the 4MB RAM expansion for 
Nintendo 64. According to Howard 
Lincoln, president of Nintendo, the 
cartridge will be out in time for the 
release of Turok 2 and will retail for 
about $29.95. The cartridge 
enables games like Turok 2 and 
Rogue Squadron to run faster and 
in high-res by allowing textures and 
objects to reside in work RAM, 
limiting the processor-burdening 
task of swapping in textures and 
models into its current limited RAM 
space. Imagine F-Zero with a 
farther draw distance and textures, 
and the result is something similar 
to how future games will look when. 
combined with the RAM expansion. 
The cartridge, which fits into the 
small hatch in the front of the 
machine, will no doubt extend 
Nintendo 64's life span, provided 
that future developments 
proactively support the new device, 
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games better than the PlayStation 
itself, underscoring its obsolescence 
and luring away Sony customers. 

So what's the long-term effect? 
With each successive system 
exponentially more powerful than 
the last, and the increasing 
sophistication of emulation 
technology, we may be approaching 
the day when every system can, 
with the proper software, run any 
other system's games. How this 
would affect brand loyalty and 
game development is anyone's 
guess, but it’s a possibility that 
companies should consider sooner 
rather than later — for Sony 
and Sega, it could be critical. ic 
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‘Mike Wilson set sail for London to set up 
a European version of his "people's 


FAIR PLAY 


Are women playing games? 
Yes, and you may be surprised where 


here's been a lot of talk in the 

industry about how to get 
more women to play games. No 
one’s come up with the solution 
yet, but the answers may lie in 
something right before our eyes — 
the Internet. 

According to a recent survey 
by the Interactive Digital Software 
Association, females are more likely 
to play games online than males: 
53% of online gamers are female. 
Other survey results may lend some 
logic to this statistic. 

First, the survey found that 89% 
of people who play online games 
will not pay to play, This suggests 
that women like playing games but 
are not willing to pay for them. 
David Herschman agrees with this 
assertion. As president and CEO of 
Virtual Vegas, a free online casino 
site, he can tell you why 42% of the 
gamers who visit his site are 
women. “I think that women like to 
play games just as much as men 
{do]. However, | feel that women are 
less likely to go out and buy a game. 
When games are free, and you can 
win prizes, like in Virtual Vegas, we 
have seen that women like to play 
just as much as men.” 

The other appeal online games 
seem to hold for women is the 
community aspect. “For women, 
gameplaying is more of a social 
event,” says Herschman. “Women 
like to play with their friends and 
compete against one another.” 

Julie Kanarowski’s experience 
supports this idea. As associate 


publisher” operation at. annual trade show 
ECTS. He said: “Setting up a G.0.D. office 
in Europe is very important to us. It’s a big 
and complicated market, with lots of 
different accounts for each different 
territory, and we feel we need to be 
there.” Papyrus 6 Man Adam 


Virtual Vegas and You Don’t 
Know Jack online are Just two 
Internet sites that draw women 


product manager at Berkeley 
Systems, she can tell you how 
popular the company’s You Don't 
Know Jack and Acrophobia online 
games are with women. In fact, 
Acrophobia is split almost 50/50 
between women and men players, 
and YDK/ online has 33% female 
players. “I've spoken with some 
women who play Acro regularly,” 
says Kanarowski, “and they enjoy 
the nature of the word game 
coupled with the community 
environment online. At the same 
time, these women rarely consider 
purchasing a CD-ROM.” 

The large number of women 
visiting sites like Virtual Vegas and 


‘been a time in game history when a new 
reworking of Space Invaders hasn't been in 
development? Now Activision has grabbed 


Acrophobia is also partly explained 
by the IDSA survey, which found 
that females prefer quiz, trivia, and 
contest games, followed by card 
and board games. By contrast, men 
are playing action games and 
strategy and military simulations 
online, a finding upheld by statistics 
at online gaming services like 
Dwango (which offers games like 
Quake II and Total Annihilation), 
where the clientele is 95% male. 
Obviously, the online game 
industry has a long way to go 
before it matures, but already it 
seems to have hit on a way to 
draw and keep one very large, 
untapped market. IN 


the rights to the dreary classic from Taito. 
PC, PlayStation, N64, and Game Boy 
versions will be aimed at those of you who 
still haven't learned that it’s never the 
‘same the second time around. 


ecome 
‘imaginative idea of the month: This issue 
we honor IcePick’s Warren Weems. He is 
planning to include a sassy, sexy female 
character in forthcoming bank robbery 
game Bankheist. “There's a very bad 


that pompous, please let us kr 


Bees intelligence 


WHAT IF ZELDA SLIPS? 


As Nintendo 64's most important launch 
approaches, top brass at NOA remain confident 


he product-poor holiday 


season of 1997 was a disaster 
for Nintendo, allowing PlayStation to 


gain crucial market share. But one 
title — Zelda — has the potential to 
turn all that around. 

Zelda could be the greatest 
game ever released — if it ships. 
The game was supposed to ship 


more than a year ago. Another delay 


could prove fatal to Nintendo 64 in 
the U.S. Next Generation spoke to 
Peter Main, Nintendo of America’s 
vice president of marketing, about 
the game and its rush to market. 


The Legend of Zelda: Ocarina of 
Time could be the most 
impressive game ever, and will 
certainly give N64 a boost this 
holiday season — if it ships 


character by the name of Stephanie,” he 
whose self-indulgence fed her need for 
aggression.” And second place goes te 


THQ for its acquisition of the 


Take a good look. Who doesn’t want to play this game? 


NG: How important is Zelda 64 to 
N64 this holiday? 

PM: The Legend of Zelda is ... 
important for the entire industry. 
This game will show the dominance 
of this generation of console 
gaming. We're projecting to sell two 
million copies by the end of the 
year, which will put even more 
Nintendo 64s in American homes. 


NG: With the game scheduled to 
ship in Japan just nine days before 
the U.S. release November 23, will 
the translation suffer? 

PM: We have had people from 
Nintendo of America in Japan for 
the past several months translating 
the game, so the fact that the game 
ships in both the U.S. and Japan in 
November isn’t a problem. 


NG: Some gamers are worried that 
the game has gone too far to action 
and away from its traditional RPG 
roots. Might it be too Mario-ey? 
PM: As with all games in the Zelda 
series, Ocarina of Time is a 


Interactive Magic is taking its online 
‘multiplayer flight sims abroad. The first 


nontraditional RPG. The game is an 
epic adventure with RPG elements. 
The battles are in real time, as 
opposed to the text-window-based 
battles of traditional RPGs, making it 
much easier to comprehend and 
increasing its appeal to the casual 
gamer. This unique RPG feature is a 
primary reason why the franchise 
has always been so popular. Is it 
too Mario-ey? We hope so. Look 
how popular Mario 64 has been! 


NG: Because of Ze/da’s delay last 
year, PlayStation got a jump on Né4 
for 1998. How do you expect N64 to 
compare with PlayStation in 1999? 
PM: We expect a repeat of the 16- 
bit generation. We started strong, 
the other guys made a good run at 
us halfway through the race, and 
we made a good sprint at the end 
to beat them across the finish line. 


NG: If Zelda 64 slips, how much 
does that hurt the platform? 
PM: The Legend of Zelda is 
not going to slip. 


NIG) 


country to receive the World War I 

dogfight simulation is the place that 

offered so much in the way of historical 

inspiration on the subject — Germany. 
e final ] 


ncial media h 
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CELEBRATING ATARI 


Atari-philes show up to pay tribute to the 
company that gave birth to the industry 


Public showings of unreleased 
prototypes stole the show 


his past August saw the 
celebration of classic games, 

and the company that started it all, 
at the World of Atari show held in 
Las Vegas. A large group of Atari 
luminaries were on hand to share 
with the masses their fondest — 
and not so fond — memories. 

During his keynote speech, Bill 
Kunkel, editor of Electronic Games 
(the first videogame magazine 
ever), called Atari at its peak “a 
giant city,” claiming that no other 
company to date has even come 
close to equaling its size. Judging 
from the sheer number of diverse 
attendees, Atari had an enormous 
impact on many people's lives. 

One big draw at the show was 
Atari memorabilia, including original 
prints of classic Atari box art. Some 


n Shigeru 
Miyamoto was looking forward to a visit to 
London fast month to receive homage 


of the items, such as a Space 
Invaders handheld and the Atari 
2600 Graduate computer keyboard, 
were one of a kind; they were being 
shown to the public for the first 
time. Other classic systems were 
on hand as well, from the Bally 
Astrocade to the Mattel Intellivision 
Elusive collectibles were also 
shown. Curt Vendel from the Atari 
Historical Society was on hand with 
interoffice memos, the Atari 
Laserdisc system, the playable 
2600 prototypes of Tempest and 
Sinistar, and the controversial 
agreement between Atari and 
Amiga Corporation. Dan Kramer 
and Jerry Jessop, hardware 
engineers from Atari's classic era, 
brought some of the most 
impressive items, including 
Computer Space (serial number 
one), Pong, and Cosmos (Atari's 
prototype holographic game 
system). On the final day, many of 
these items were auctioned off. 
Away from the chaos, a series 
of keynotes were given. Most 
notable were speeches by Don 
Thomas (curator of the I.C.When 
timeline), Scott LeGrand and 
Stephanie Wukovitz from 4Play 
(creators of BattleSphere), Rob 
Fulop (designer of Demon Attack 
and Missile Command for Atari 
2600), John Harris (immortalized in 
the book Hackers as the boy who 
lost the Frogger source code), and 
Leonard Herman (author of Phoenix: 
The Rise and Fall of Videogames). 
The show was also a venue 


from the Euro-faithful and to promote 
Zelda. But. the visit was canceled. Poor guy 
had to stay at work and actually finish the 
oft-delayed game, which holds the key to 
Nintendo's future success for the next two 


for some new products. The long- 
awaited BattleSphere for Atari 
Jaguar debuted to an eager 
audience, and IcePick Games 
announced its first title, Bankheist, 
for PC and Dreamcast. Other 
members of gaming's elite, from 
Westwood Studios to Sony 
Entertainment, attended just to pay 
homage to the company that 
helped build their careers. 

The show was so successful 
that Keita lida, spokesperson for 
the Atari Gaming Headquarters, is 
already rounding up support for 
next year’s event, renamed The 
Classic Gaming Expo, in the 
hope of attracting even more 
Classic gaming enthusiasts 
and company sponsors. 


attendees exhibit Paviovian tendencies over classic merchandise 


| Host Keita lida poses with Atari alum Rob Fulop (top) while 


and | think we 


Sensible’s Jon Hare is Mr. 


llusion 


following his failure to find a publisher for 
‘Sex and Drugs and RockhRall. In a recent 
interview with European trade paper CTW, 
he advised startups not to be original but: 
to “just do loads of derivative shit” because 
“it's cheaper to produce and easier to sell.” 
‘He could have added, "Don't spend buckets 
of money making a game no publisher or 
retailer will touch with a barge-pole.” 


GAME MUSIC 
TAKES A STEP 
FORWARD 


~ by Colin Campbell, Next Generation’s 


MOWERS AND SHAKERS 


EA — IT’S THE REAL THING 

New faces in the Electronic Arts marketing department — since the 
Riccitiello revolution — tend to hail from the big-brand world of fast- 
moving consumer goods. Cheese snacks, fizzy drinks, hamburgers 
— that sort of stuff. Products with life cycles counted in generations. 
They exist in our minds and in Our affections from cradle to grave. 
Their images are crafted with incredible care. This is in direct 
Opposition to most products churned out by the game industry, 
which stay in the mind as long as a Cheeto stays in your mouth 

EA is clearly planning to use some of its new expertise to 
market games the way it's done by the grown-ups. But, you cry, this 
is an outrage. Games are like movies or songs or TV specials. They 
are precious, creative flowers that should be marketed on their own 
merits. We cannot have sports people guzzling copies of Aloha 
Centauri. We must not tolerate chipper songs celebrating Populous 

The new thinkers at EA agree that not everything that’s 
appropriate to a breakfast cereal will work for a racing sim. But a big 
brand is a big brand and needs to be treated as such. Let's try to 
refute the position: Name EA‘s biggest brands. OK. Now subtract the 
ones that you haven’t known for at least three years. See what | 
mean? The long view is winning. 

Even EA‘s acquisitions are ruthlessly streamed down to deliver 
lasting brands. Oh, you want to create a game experience that 
emulates the life cycle of a porpoise while addressing the issues of 
Rousseau's Social Charter? How novel! Perhaps after we've finished 
NBA 2000, OK sweetie? 

Origin equals Ultima. Maxis equals Sim City. Even Bullfrog, 
despite being allowed certain freedoms, is clearly focusing on 
regenerating the Populous brand. | haven't even started on EA 
Sports and Jane's. And as for new or semi-new EA games, these are 
nothing but brands in waiting. Moto Racer is already or second 
cycle, and who knows how far the little legs of LAPD can carry EA in 
its least favorite territory of arcade action games. This is why brand 
managers are being brought in — to také the 10- to 20-year view. 

This would be grim news indeed if EA's games were crappy 
marketing vehicles or copies of the latest creative benchmark, but 
they're not. EA is a big company. It lets the little companies — 
owned by fellows who secretly dream of one day being bought by 
EA — explore the unknown, while it seeks to improve and refine. On 
the whole its games are solid and popular enough to deserve their 
place in the market and to bring you back for more, year after year. 
A bit like your favorite burger, snack food, or soft drink. 


VIRGIN — THE SORRY REALITY 

All this takes us to the miserable world of Virgin Interactive 
Entertainment. As | write, the unpleasant fallout of EA's takeover 
begins. This is where brand managemefit and clear product lines hit 
home. Virgin never had much in the way of great games, let alone 
great lasting brands. All it ever really had was Westwood. And, if 
we're honest here, the only thing Westwood ever had to interest EA 
was Command & Conquer. Sure, there were others, but did EA really 
heave into view because Larry was wowed by Blade Runner? 

So while we're going on about bad games and smart marketing 
and good games and crap marketing, let's spare a thought for the 
people who lost their jobs at Virg! ey’re getting out their 
resumes not because they were bad at their jobs, but because their 
bosses let them down, !'ll bet the PR department, the testers, or the 
sales team didn’t make the decisions that made VIE a bad company. 
I'll bet it was managers fretting about stock options and moving for 
the best possible deal. I'll bet it wa 2am leaders allowing 
themselves to be drawn into the mire of politics that eventually 
doomed the company. And I'll bet it was fat-cat entertainment and 
game industry execs who were just plain bad at their jobs. 

And then you wonder why we're turning to the guys from Coca 
Cola, Frito Lay, and Burger King? 


CYBERfx technology creates a powerful, interactive, 
3-D arcade experience. Earphones connect to a PC 
sound card or TV, Use CYBERfx with any computer o: 
video game system including Sony Playstation and 
Nintendo. Find us at: members.aol.com/jpiusal997 


720F S. Milliken Avenue 
Ontario, CA 91761 
TEL: (909)390-0838 
FAX: (909)390-0840 
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ULTIMA SUIT GETS SERIOUS 


Fans will have their day in court 


Ithough the Ultima Online 
lawsuit originally seemed 

spurious, a judge recently ruled that 
the case is legitimate and should go 
to trial. If the plaintiffs win, the legal 
ramifications for the industry could 
be huge. Among other complaints, 
fans charge that the game fails to 
take place in “real time” while it 
incurs unspecified costs and 
crashes often, cutting the 24-hour 
gameplay touted by Origin and EA. 

The lawyer representing the 
group, George Schultz of Bauer and 
Schultz, has his own reasons for 
representing his clients: He himself 
is a self-proclaimed “gaming geek,” 
with a four-PC LAN setup in his own 
home. The case has already passed 
its first hurdle, a claim for dismissal 
based on the frivolity of the suit. A 
judge threw out the dismissal claim 
and pointed out that the plaintiffs 
did indeed have a strong case. 

“Compare it to a car,” says 
Schultz. “It’s equivalent to buying a 
car that didn’t get the [claimed] 40 
miles per gallon like they said, or 
didn’t survive a crash, or you could 
only drive on 70% of the highways.” 

Schultz has another ace up his 
sleeve: Some of his clients are 
actually beta testers, so he should 
have little difficulty proving that 
Origin was aware of the game's 
flaws. But this case is tiny compared 
to the value-size can of worms it 


already under way 


Although the first U/tima Online is 
still far from perfect, a sequel is 


could open. Faulty Ultima software 
costs the user time and money, but 
how about a buggy Windows 98 
crashing a computer and taking a 
day’s work with it? 

The lawsuit touches upon 
qualitative issues as well, especially 
regarding packaging claims. Could, 
for example, a company be sued for 
Claiming its (bad) game was fun and 
addictive? These matters are tricky, 
and probably impossible for a court 
of law to resolve; however, if the 
plaintiffs win the Ultima suit, it could 
be a wake-up call for the entire 
industry. Already Schultz claims to 


PLAYSTATION’S FUTURE? 


have been contacted by several 
developers who actually support 
the suit, citing that marketing and 
sales staff often destroy a game's 
quality and stability by rushing it 
prematurely to market 

So how strong is Schultz's 
case? If his talks with Origin are any 
indication, it's more solid than the 
software. “I had the head of 
marketing [at Origin], when | took 
his deposition, tell me, ‘Well, we 
didn’t think anybody would really 
believe [that the game could be 
played] 24 hours a day, 
seven days a week.”” NiGS} 


ARCADIA 


Marcus Webb. RePlai 


WILL CONGRESS KILL 
INTERNET TOURNEYS? 


TRACKING 


Keeping tabs on the latest 
gaming peripherals 


Nyko plans to pay homage 
to classic gamers by 
releasing its Classic Trackball 
for Sony PlayStation. Based 
on an original idea by Atari 
5200 trackball designer Dan 
Kramer, the new PlayStation 
trackball will retain a similar look and 
feel while providing owners of various classic 
game packs yet another reason to love their 
PlayStation (http://www.nyko.com). 


SEGA, NAMCO GO Said Stone AINE Tok : ms eo New York-based Wizztronics 


sales 5 V unveiled its Lynx Vision at this year’s 
HEAD TO HEAD? reation teams, the ve" World of Atari 98, The device 


enables gamers to connect their 
Atari Lynx handheld game system to 
a television for full-screen gameplay. 
The Lynx resolution holds up 
remarkably well despite being blown 
going : you up to at least eight times its size 

1 count on more to come (http:/Awwwwizztronics.com). 


MIDWAY woos 


eee THIS MONTH IN HISTORY 


November 1, 1984 Cornerstone, a database program, is announced by 
Infocom at a New York City press conference. It 
eventually fails and marks the end of an era of 
quality text adventures 


November 17,1992 Sega releases Sonic the Hedgehog 2 on “Sonic 
2sDay” in what will become one of the largest 
marketing promotions in the industry's history 


Novem! |, 1994 Next Generation is born, with a staff of two (Neil 
West and Trent Ward) 


November 24,1994 — Sega launches its second 32-bit system in Japan. 
The Saturn promises to be even more powerful than 


the 32X 
SEGA BUYS BACK or T November 27,1995 Next Generation Online officially launches, with 
ARCADE SALES t daily updates and news 


November 22,1996 Nintendo declares a 62% U.S. share of the next 
generation game market. The self-tabulated data 
is derived from the first six weeks of launching 
the Nintendo 64 videogame system in the United 
States. Many experts believe the figure includes the 
existing share of Super Nintendo systems, already 
on the market for years 


‘Sources: Next Generation Online and Don Thomas’ |.C, When (http://wwwl4software.com/icwhen) 
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BIG IN JAPAN 


Next Generation reports from the Eastern front 


Curiouser and curiouser ... 


n what is becoming an alarmingly familiar scenario 
[0] in the run-up to the Dreamcast launch, yet another 
odd-looking DC title has emerged from Japan. Pen-Pen 
Tricelon from General Entertainment will be released on 
November 20 in Japan, sitting alongside Sega's own 
launch titles for the system. The game is a neat (and odd) 
twist on an established genre — racing. The unusual- 
looking characters, which would clearly be at home in any 
one of Nintendo's Pocket Monsters titles, race over an 
extended track that requires them to run, swim, and slide 
as they make their way to the 
finishing line. It will also be 
possible to sabotage the 
opponent's progress. It’s 
impossible to predict at this 
point whether Pen-Pen Tricelon 
will become the Mario Kart of 
Dreamcast or merely a super- 
cute graphics demo, Those who 
believe the latter might be interested in knowing that the 
team behind it includes ex-Sega consumer talent, whose 
credits include Sega Rally and Panzer Dragoon. 


It looks weird, but this cuddly exterior belies what 
is, by all accounts, an impressive 3D racing title that 
makes good use of the Dreamcast polygon power 


Who’s in the house? 


It’s not the best job in the world, but for Resident Evil fans, it probably doesn’t get much 
better than dressing up as a zombie and being paid to scare the living daylights out of 
hapless Japanese otaku, who are, thankfully, unarmed 


|F| ollowing the continued hysteria that has surrounded 
the release of Biohazard 2 in Japan, Capcom decided 
°to up the ante with a real-life Biohazard experience. 
Biohazard Nightmare opened July in the Expo-Land theme 
park in Osaka and features a two-story building filled with 
dark corridors, trap doors, and hard-up Japanese otaku 
dressed as zombies. Capcom has not said whether 
participants will be armed, but Next Generation would 
imagine not. After all, it wouldn't be long before a 
disgruntled zombie, realizing the depths to which his 
acting career had stooped, would wrest the weapon from 
an alarmed customer and pulled the trigger on himself. 


Minitalk: Spikeout Producer Toshihiro Nagoshi 


ith the arrival of Dreamcast and its derived arcade 

: board, Naomi, AM2’s Spikeout will be one of the 
last Model 3 games and one of the first for the new 
console. After a year in development, Producer Toshihiro 
Nagoshi believes it to be the ultimate street fighting 
game. Spikeout offers 20 levels, requires a minimum of 45 
minutes to be cleared by an expert player, and enables 
cooperation play on four linked Model 3-based cabinets. 
Next Generation met Nagoshi in Tokyo and spoke with 
him about his most recent creation. 


NG: When did you start work on Spikeout? 
TIN: We decided to start the project in April 1997 — 
about 15 months ago. 


NG: Who makes up the team? 

TN: The team is different from Daytona 2. In fact, most of 
the staff comes from the Virtua Fighter 3 and Scud Race 
teams, plus a few Fighting Vipers team members. 


NG: There are three main stages In Spikeout: town, 
department store, and opera. How many sub-stages does 
Spikeout offer? 

TN: In fact, multiple scenarios are offered. After you 
defeat the boss, different gates are opened. Of course, it 
depends on the stage. There are also some hidden doors, 
so players can enjoy different paths. In the three main 
stages, there are about 20 different “sub-stages.” 


NG: Some Spikeout animations remind us of Virtua 
Fighter 3. Did you re-use data? 

TN: Yes ,we did, but the program content is almost 
completely new. We simply used some Virtua Fighter 3 
information for basic fighting moves. 


NG: What was the most difficult aspect of developing the 
game? 

TN: There were numerous things. The multiplayer feature 
was difficult to implement, and it was also difficult to deal 
with multiple enemies. For the previous driving games | 


was already familiar with multiplayer, but it was the first 
time both myself and Sega had worked on a multiplayer 
character system. | have to say that it was very difficult to 
build a four-machine network. When you have 
characters, you have much more data than you do for 
cars — cars do not have special moves! It was very 
difficult to deal with ... 


NG: Spikeout is not an entirely original concept, owing 
much to Final Fight and Streets of Rage. Why has it taken 
this long to implement a 3D version of this genre? 

TN: it is a problem of technology but also more a 
problem of development time. | think it’s easy to imagine 
a 3D sequel of Final Fight, but the time you need to 
dedicate to the development is huge. It is not impossible 
to make, but you need to find an expert programmer to 
code everything. And also, because we are in a “nice 
graphics era,” we need a good model designer. Apart 
from Sega there are few companies in the world who 
could make such a game. 


NG: How many characters are displayed at the same 
time on the screen? 

TN: There are a maximum of 12 characters on the 
screen at once. 


NG: How detailed are the models in terms of polygon 
count? 

TN: Well, we are not talking about one unique character. 
All characters and enemies have a low and medium 
model. We switch them depending on the distance from 
the camera and the place where the character is 


displayed on the screen. Essentially, each player character 
has four models — which gives us a total of 16 characters 


to design. For enemies, it is the same number of models, 
but less polygons. Character design was a very long and 
drawn-out process for Spikeout. Basically we use less 
polygons than Virtua Fighter 3 [less than a third], and we 
use less textures than for Virtua Fighter 3. Having said 
that, Spikeout characters are visually not really different 
from Virtua Fighter 3, which is a major achievement. We 
developed a certain know-how for designing characters 
that we got from VF3, and we're happy with the results. 


NG: For a good player, 45 minutes is required to 
complete Spikeout. Why did you decide to offer such a 
long gameplay cycle? 

TN: An easy answer would be to say it is not really a 
fighting game in the traditional sense. Recent fighting 
games feature very short periods of play, with fights 
lasting just 20 or 30 seconds. Spikeout is a different spin 
on the genre. It is based on collaboration. You are not 
fighting against the person sitting close to you, but you 
collaborate with him against the CPU. You need other 
players to defeat the CPU, so we extended the game and 
created a more complex scenario. Players have to defeat 
so many enemies ... We wanted Spikeout to look like a 
movie and be as long as a TV program. 


NG: Is Spikeout your last Model 
3 board game ? 

TN: Yes, | believe it is. But | 
cannot say for sure that we are 
going to develop on Naomi. 


NG: Spikeout is a very long 
game, ideally suited to 
Dreamcast. Did you think about 
the possibility of a consumer 
version while you were designing 
Spikeout? 

TN: No [laugh]. | did not think 
about a consumer version before, 
and | still do not think about it 
now. When the project is finally 
finished, the subject will surely 
come up. | wouldn't rule it out, 
that’s for sure. 
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High speed racing only feet from Experience the tension, thrills and 
the groun Speed of an arcade-style game. 


SEGAS¢*FT 


1-858. SEGASOET 


FRACING THIS CLOSE TO THE GROUND 


is PLANE Crazy. 


s = Anyone can fly a plane in the 
5 open skies. But only a razor- 
sharp, thrill-hungry speed freak can 
wing it at low altitude through a 
gauntlet of canyons, cliffs and city 
streets without becoming ground 
meat. Crosswinds, down drafts and 
a posse of other insane pilots 
shooting power-downs up your 
fuselage mean this is a race to the 
finish! So come hungry. Come low. 
Come fast... 


Or don’t come at all. 


211MPH 


Plane Crazy A.J. means the better Up to 8 pilots can race over Buy equipment and tune your Sonic cannon accesses short cuts 
you get, the better they get. LAN or HEA plane’s performance. 


and creates obstacles, 


@ www. segasoft.com/planecrazy 


1998 SegaSoft Networks, Inc. All rights reserved. SegaSoft, the SegaSoft logo, HEAT, HEAT.NET and 
the HEAT.NET logo are trademarks of SegaSoft Networks, Inc. Plane Crazy is a trademark of Inner 
Workings Ltd. Plane Crazy Game © 1998 Inner Workings Ltd. The Inner Workings logo is a registered 
trademark in the UK and the European Union. Windows is a trademark of the Microsoft Corporation. 
The ratings icon is a trademark of the Interactive Digital Software Association. 


Odds of landing this move: 10 to 1. 


Odds of fathering, children afterwards: 1,000,000 to 1. 
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Sonic Adventure DREAMCAST Ridge Racer Type 4 PLAYSTATION 
Legacy of Kain: Soul Reaver PLAYSTATION Interstate 82 PC 


ALPHAS 


In-depth previews of the games you'll be playing next 


here's something for everyone this 
month — from Sonic to Star Wars. 


Namco PlayStation 
Revealed! Ridge Racer Type 4 and more 


Driver PlayStation/PC 
Destruction Derby's creators wreak havoc 
Destrega PlayStation 
Koei’s next 3D fighter shows its stuff 


Sonic Adventure Dreamcast 
Sonic makes his long-overdue return 


Legacy of Kain: Soul Reaver psx 
Kill vampires in this 3D sequel 


RC Racing Mult 


Acclaim takes the little cars big time 


Army Men 3D PlayStation 


3D0’s plastic grunts go all-action 


Star Wars Trilogy Arcade 


The Death Star returns, courtesy of Sega 


Interstate 82 PC 
The sequel to /-76 grooves into the ‘80s 


Jeff Gordon Racing XS —psxvpc 


NASCAR's champ drives his own game 


Silent Hill PlayStation 
Watch out Resident Evil 2! This is creepy 


Shadow Company PC 
Realtime soldiering, strategies included 


88 Lionhead Studios PC 


Peter Molyneux reveals Black and White 


MILESTONES 


POWERSLIDE Pl 97 
SHADOW MADNESS PlayStation 98 
PERFECT DARK Nintendo 64 98 
BLOODSHOT Nintendo 64 99 
JET FORCE GEMINI Nintendo 64 99 
FIGHTER SQUADRON PC 100 
CENTIPEDE PlayStation/PC 100 
TAISHO: TOTAL WAR PC. 102 
AKOLYTE PC/Dreamcast 102 
CARMAGEDDON 2 Multi 104 
EVERQUEST Online 104 
BLUE STINGER Dreamcast. 106 
C3 RACING PlayStation 106 
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the worst foe 


A concert goes horribly wrong when the Mysteriously, the evening's sole survivor is Now she must hunt the killer down - 
audience suddenly bursts into flame. Lieutenant Aya Brea, N.Y.P.D. or become them. 
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THE CINEMATIC RPG 


A chilling new adventure that could only 
come from the creators of Final Fantasy” VII. 
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SQUARESOFT 


www.squaresoft.com 
Published by Square Electronic Arts LLC. 


<g 88 tiller, (MATURE 
Xenogears (playable) “eo 
Bushido Blade 2 = 

Brave Fencer Musashi 


Egy PlayStation 
esas 


and 1997, 1998 Square Co, Lid Al rights reserved PlayStation and the PlayStation logos are registered 
FINAL FANTASY’ VIII Irodemarks of Soy Comput Enterlinment nc. Final Fontosy and Square Sof ae registered todemarks of 
Square Co, Ld. Parasite Eve, Xenogears and Musashi re trodemarks of Square Co, Lid. Bosed onthe nove: 
Hideoki Sea “prose EVE" (Kodokowa Horror Bunko). Character designed by Tetsuya Namur, © 1997, 1998 
Square Co, ld /ighweigh o, id. Bushido Bode 2s rdemark of Square Co, Ld. US. Potent Ho, 
5390937, 5649862 The oings icons rodemark ofthe Iterocive Digital Sofware sco, 
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THE SECRET OF 
NAMCO’S SUCCESS = 


Next Generation gets an exclusive look inside one of the most renowned — oad 
and secretive — game firms on the planet. How did Namco get where 
it is today, and where is it going tomorrow? 


N amco is responsible for some excelled, adding so much to the 

of the most innovative games genre that the Tekken series has 
of all time: Pac-Man, the first game managed to stay fresh while the VF 
to feature a character; Xevious, the games have aged. in a world where 
first game with prerendered today’s stars almost always become 
graphics; Bosconian, the first game tomorrow's has-beens, Namco has 
with a continue; Winning Run, the produced consistently excellent 
first polygonal racer. Even when the games throughout most of its history. 
company has followed rather than Most of the company’s income 


led, as it did when it released Tekken still comes from running arcades, but 
after Virtua Fighter, Namco has the consumer software operation is 


There will be four car 
manufacturers in the 
game and four racing 
teams for up to 16 
car/team combos 
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TION November 1998 


Can Namco’s next racer steal back the crown from Gran Turismo? 


| fter three comfortable years atop of course, has always been about fun, 


“S| the PlayStation racing heap, the not necessarily realism. While other 
Ridge Racer series was bumped off by racing game makers boasted that their 
Gran Turismo, which provided a stunning cars had realistic physics and that their 
combination of graphic splendor and Al didn’t cheat, Namco was content to 


intense realism. The Ridge Racer series, let players tap the buttons through 


PlayStation 


5 Namco 
< 
2 
E Namco 
£ TBA 
= 


apa Even at only 50% complete, the game screens already look fantastic 
SIS aS Ss Se Sapa [seaerrecee tare ee 
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unrealistic powerslides, preplace cars 
wherever they seemed needed, and, in 
general, cheat like hell. The result? Most 
of those “realistic” racing games were as 
boring as real life, while the “cheating” 
Ridge Racer has proved to be one of the 
most enduring series on the platform. 

It should come as no surprise, then, 
that Namco’s response to Gran Turismo 
is not to embrace GT's realistic racing 
model, but to strike even further out in 
its own direction. “Gran Turismo was 
definitely a good game,” says Shigeru 
Yokoyama, head of Namco’s consumer 
R&D division, “but while it can be 
classed as a racing game, our games are 
totally different. It is more of a racing 
simulation, and what we are developing 


The color tone of the game is quite 
different from that of Rage Racer: 
More subtle, it enables players to 
enjoy the new sense of speed 


are good and fun racing games. R4 will 
have a totally‘different atmosphere.” 
That said, the company is quick to; 
point out that R4 will have more than: 
300 different car combinations and eight 
tracks — double that of Rage Racer. And 
Just as Rage Racer introduced new. 
elements to the console racing genre 
(the extensive car customization and 
mission structure), so will R4. s 
Most dramatic will be the additions 
to the Grand Prix mode. Although the 
goal is the same as in Rage Racer — to 
become the champion driver — players 


ng alphas 


_As in previous games in the 
.series, there is a repla' 
mode, this time in high-res 
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now will need not only to win individual politics successfully, and expect to get a 


races, but also to coordinate with a better car. To enable more control over 
racing team and car manufacturer and the environment players face, Namco 

to deal with the ebb and flow of the will not be licensing any cars or tracks, 
racing season. According to some preferring to make its own. 

sources at Namco, this element of the Graphically, the game will use many 
game may be as in-depth as some RPGs: _ of the techniques that were featured in 
Maneuver your way through race-team Tekken 3, although some new traits will 
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In addition to the one-player Grand Prix, there will also be a split-screen, two-player version 


appear. As the screenshots show, the 
game should compete ably with Gran 
Turismo on looks alone. Specifically, 
Namco notes that the backgrounds, 
lighting, and shading have received 
special attention. 

The most important element in 
driving will be speed, and Namco 
promises that the game will be the 
fastest-looking racer to date on 
PlayStation. Control, although not strictly 
realistic, has long been a strong point for 
the series, and R4 should continue the 
tradition. It is not Known at this point 
(50% complete) whether the game will 
feature graphical collisions or the same 
kind of bumping races as the previous 
games in the series, but Namco has 


ng alphas 


Much attention has been focused on making the background the 
most interactive and beautiful seen yet in a PlayStation racer 


made it clear that it will rely on racing, 
not extraneous elements like great 
crashes, to sell the game. 

As legions of second-rate companies 
prepare games that they hope will “out- 
Gran-Turismo Gran Turismo,” Namco is 
content to do what it does best: Extend 
the genre in its own way, always 
ensuring, in Yokoyama’s words, “that the 
game will be fun for people to play. That 
is the most important thing.” 
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DRIVER 


NEXT GENERATION November 1998 


FORMAT 
PC/PlayStation 


PUBLISHER 
TBA 
DEVELOPER 
Reflections 


RELEASE DATE 
Q1 1999 


ORIGIN 
U.K. 
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Reflections is emerging from the shadows into the spotlight with a string of new titles 


hen Newcastle-based Reflections 

was founded by Martin Edmondson 
14 summers ago, it had two employees — 
including Edmondson. After writing games 
for the BBC Micro, the developer moved 
on to Commodore's Amiga, for which it 
created the Shadow of the Beast series. 
Its first 32-bit project, Destruction Derby, 
became Europe's biggest-selling 
PlayStation title of 1995. The improved 


1997 follow-up faced tough competition, 
but nevertheless managed to break the 
million-sales barrier. 

Now with 40 employees, Reflections 
is ready to bounce back into the 
videogame arena with three titles, all 
currently in production. One is still secret, 
the second is Steam, and the third is 
Driver. Most people would expect the 
latter to be some sort of racing game, but 
according to Edmondson, they'd be 
missing its ethos. 

With Driver, Reflections is looking to 
achieve “the closest thing possible to 
filming your own Hollywood car chase as 
current technology allows,” says 
Edmondson. “You're able to create all the 
situations yourself, have full control over 
the direction, and produce something 
that, when you look at it, is as close as 
possible to a real film.” 

To this end, the game will offer the 
most comprehensive replay mode 
around, including an impressive array of 
zoom and pan options and lens choices, 


aS 


Smoke effects and leaves 
will be added to the final 
version, and both are 

affected by blowing wind 


as well as the ability to place cameras 
anywhere. The interface is surprisingly 
user-friendly, and there’s little to stop a 
player from coming up with a sequence 
that many Hollywood directors would give 
their collapsible canvas-backed chairs for. 
But Driver isn’t just about interactive 
replays. There’s a game in there too, and it 
could turn out to be a very good one. It’s 
set in the ‘70s; players take the role of a 
muscle-car driver for hire and must 
decide whether to accept jobs offered to 
them via an answering machine. Jobs 
range from picking up a bank robber after 
a heist to tailing a rival heavy across town. 


The game’s cities are based on their real-life counterparts, for 
instance, San Francisco's Chinatown district, shown here 


Sony's Performance Analyzer 
will be used to get the best 
results for the PSX version 


Despite the loss of the more processor-intensive effects, the PlayStation version is remarkably close to its PC cousin 


The four towns are based on their real 
counterparts, so players can, for example, 
powerslide their way around Miami's 
gridlike streets or test their car’s 


Martin Edmondson, founder, Reflections 


suspension in San Francisco’s Chinatown. 

The astonishing handling dynamics 
easily challenge Gran Turismo’s level of 
realism. Cars rock from side to side after 
sudden direction changes and lean over 
as they negotiate a corner. “It's a real 


In addition to the player-controlled car's headlights, Driver's streets 
will be lined with lamps in the final version 
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physics-handling model, so it is absolutely 
correct. Then you make sure that in being 
correct it is actually still playable,” 
Edmondson explains. “The new dynamics 
engine allows you to throw a car onto its 
side or its roof, and it will stay there, 
rocking on its roof. There are collision 
points all over the car — not just a brick.” 

Cities also have a real-world feel. 
Cars stop at traffic lights and signal before 
they turn. When not chasing the player's 
Car, police patrol the streets. Leaves swirl 
around in the vehicle-induced air 
disturbance, and paper and dustbins litter 
dark alleys. And, of course, fire hydrants 
are there to be smashed into during high- 
speed pursuits. 

The inspiration came from 
“Hollywood car chases — Bullit, Smokey 
and the Bandit, Cannonball Run; all those 
films belong to an era in the ‘70s that has 
never been repeated,” says Edmondson. 

It's tempting to categorize Driver as a 
3D version of GTA, but that would miss 
the essence behind Reflections’ title. 
Reflections is unwilling to reveal too 
many gameplay elements yet, but Driver 
already exudes the ‘70s atmosphere of 
Hollywood films that Edmondson is so 
keen to capture, and the finished product 
should feel significantly different from 
DMA‘ crimefest. 

After all, the Newcastle-based 
developer has a history of doing 
things differently. 
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lot of emphasis on the 

ability to create highly 

cinematic replays, such 
as these sequences 
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DESTREGA 


The 3D beat-’em-up continues to break out of the confines of close-range combat 


Fighting occurs at both 
close and long range 


FORMAT 
PlayStation 


PUBLISHER 
Koei 


DEVELOPER 
Omega Force 


RELEASE DATE 
Fall 1998 


ORIGIN 
Japan 
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o the hardcore gamer, the Koei 

i name is virtually synonymous with 
the strategy wargame. The company’s 
output over the past decade has 
encompassed a number of formats — 
from MSX to Super Famicom — yet its 
creative focus has remained constant 
with its war “simulations” (as they are 
regarded) enjoying a considerable 
following in Koei’s native Japan. 

Destrega, then, is a diverse and left- 
field release for a company so long 
associated with a more cerebral style of 
gaming. Koei’s new fighting game 
represents a logical progression for 
developer Omega Force, following 
previous work Sangoku Musosu — 
a weapon-based beat-’em-up that 
enjoyed favorable critical reception in its 
home market and modest acclaim in the 
West under the Dynasty Wars moniker. 

Given Destrega's open, notably 3D 
gameplay mechanics and multileveled 
stages, comparisons with Dream 
Factory's Ehrgeiz are perhaps inevitable. 
However, at this early stage, its 
development as a PlayStation-specific 
title appears to be paying considerable 
visual dividends. Its environments are 
lavishly textured, and videos that were 
presented at Koei’s stand at the Tokyo 


They may appear to lack the finesse of the characters from, say, Tekken 3, 


but Destrega’s fighters boast a considerable level of detail 


Game Show suggested a crisp 60fps 
refresh rate. In a straight bout to 
determine which eye candy is the 
sweeter, Omega Force's title genuinely 
appears to offer aesthetic confectionery 
of a higher standard. 

Intriguingly, Destrega's combat 
system allows players to determine the 
speed and power of blows, often trading 
one attribute for the other. Although this 
is hardly innovative per se — Street 
Fighter Il used the basic principle many 
years ago — it's certainly a refreshing 
alternative to the basic combo-oriented 
attacks made standard by Tekken and 
Virtua Fighter. Furthermore, Omega Force 
is attempting to give each attack its own 
individual sound, allowing players to 
anticipate blows and react accordingly. 
With large environments allowing players 
to either fight at close range or snipe with 
projectiles from a distance, Destrega 
almost appears a union of attributes from 
Bushido Blade and Toshinden. 

Penciled in for an autumn launch in 
Japan, Destrega’s rather unusual 
features could endear it to the more 
dedicated PlayStation owner, yet 
ultimately limit its mainstream success. 
Nevertheless, Next Generation 
awaits its arrival with interest. 


Destrega features a 
number of flash 
pyrotechnic effects 
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SONIC ADVENTURE 


| Sega needs a killer launch title for Dreamcast. Is this it? 


NEXT GENERATION \ 


When Sega finally did get around 
to putting Sonic on Saturn in Sonic R, 
it was too little, too late 


The game's graphics are | 
stunning and should reduce | 
any fears that Dreamcast | 
games will have a PC | 
feel to them | 


FORMAT 
Dreamcast 


PUBLISHER 


DEVELOPER 

Sega (SonicTeam) 
RELEASE DATE 

December 1998 (Japan) _ 


ORIGIN 
EC): eee 
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battle 


needs a rallying 


an obvious choice. 


The head of the sonic « 


(which hasn‘t made a Soni 


Sonic 


3), Yuji Naka, was unders' 


di inte 


f with recent treat 


Sonic, ionic R. HE 


ents of the 
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volutionary 


character into 
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where any simil 


»nture |OOks 


it for 18 


e has been in develop: 


months, v 


assembling 


Naka’s 30-strong 
keen to take the series back tc 


ays, Sonic Ad 


ped t 


Tails, of course, is back, 
but now players can 
actually control him fully, 
unlike in Sonic 2 


This snowboard is just one of them 


| There are several new ways to experience Sonic's trademark speed. 
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Knuckles also returns, and 
again he and Sonic have an 
acrimonious relationship 


The graphic effects of the PowervR second generation chip are shown to good effect in these shots 


and Naka feels the series ultimately 
owes its success to outright speed. The 
final build of the game will run at 60fps, 
and despite its sprawling game maps, 
it's undoubtedly a member of the Sonic 
family. All the running and somersaulting 
of the past games have been re-created, 
but the freedom offered by the open 
play area makes old favorites like loop: 
the-loops appear refreshed. The team is 
aware, though, that more is expected of 
games today, and as the title suggests, 
there will be more to Sonic Adventure 
than simply running, jumping, and 
collecting rings. 

“We've added puzzle and arcade 
elements,” explainéd Naka. “Sonic can 
now talk to other characters, and each 
of the six heroes has individual skills 
essential to the game.” The result may 


As the title suggests, there will be more 
to Sonic Adventure than simply running, 
jumping, and collecting rings 


give an almost RPG-like feel to the 
game, with swooping cameras 
highlighting conversations and key 
linking scenes 


Although the traditional Green 
Hill Zone is gone, it has been replaced by 
Mayan ruins, dense jungles, and the 
already mentioned cities. The massive 
fog- and pop-in-free levels have plenty 
of room to run in — they were designed 
so that at full tilt, it may take Sonic five 


minutes to get from side to side. But 
running isn’t the only thing to do in the 
game. There are Mario 64-like 3D 
exploration areas, as well as some wide, 
Crash Bandicoot-like paths that feature a 
mixture of running and puzzles. In 
addition to the main quest, the game will 
provide several replayable mini-games 
and the inevitable PDA keychain game 
as well 

The massive levels enable the 
addition of other characters, three of 
which are familiar to fans of the series 

Tails, Knuckles, and Amy — and two 
new ones: Big the Cat and E-102. Each 
possesses unique abilities and 
maneuvers through levels differently, 
and the plot — involving defeating 
Robotnik again — is told from each of 
the six heroes’ perspectives. Another 
nice thing about the design is that each 
level seems to have a mixture of running 
and exploration areas, which would 
seem to give players a significant 
amount of freedom to decide how they 
would like to proceed 

in short, Sonic Adventure has been 
designed by Sonic's original creators to 
be nothing less than the ultimate 
expression of everything the hedgehog 
stands for. 

Failure, if Sega Is to survive, is 
simply not an option with Dreamcast. 
Although the system still faces many 
challenges, based on what we've seen 
so far of Sonic Adventure, having a 
stellar, marquee launch title will 
not be one of them i CS} 


Amy (top) returns as the 
love interest, although 
she looks even less like a 
hedgehog than Sonic 
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LEGACY OF KAIN: SOUL REAVER 


The often long loading 
times of the first Kain are 
gone, as the world 
continuously streams and 
loads from the disc 


| Vampires abound in this 3D sequel to the original Blood Omen: Legacy of Kain 


laying the first Legacy of Kain was 

not unlike playing Gauntlet inside 
the massive fantasy world of Nosgoth. 
But the addition of the vengeance-bent, 
anti-hero Kain gave the top-down epic a 
deeper sense of character than the 
game's 2D graphics first revealed. The 
sequel to Legacy of Kain, however, is 
more comparable to Tomb Raider 
than it is to Gauntlet. This begs an 
interesting question: Will the followers 
of Kain get more of what brought them 
to Nosgoth in the first place? In a 
word, yes. 

“The main similarity is the soul- 
sucking or soul-devouring mechanic,” 
says producer and director Amy Hennig, 
who produced the first Kain as well. 
“Basically you stun or damage an enemy 
and then you have the ability to draw its 
soul out of its body, the same thing Kain 
was doing with blood.” 

However, the player does not return 
in the role of Kain, but rather, Raziel, 
Kain’s firstborn 
vampire son. At 
the end of the 


There’s little pixelation within these 
environments, which Crystal explains 
has to do with keeping color palettes 
meticulously similar 


first game, Kain has a choice to sacrifice 
himself and save the world, but “we 
assume he refuses,” says Hennig, 
explaining that the world is subsequently 
thrown out of balance, and 1,000 years 
later, Nosgoth becomes a land overrun 
with six races of vampires. When Raziel 
grows wings and evolves beyond Kain, 
Kain kills Raziel in a jealous rage. But 
Raziel is raised from the dead by the 
underworld king to collect vampire souls 
and ultimately seek his vengeance on 
Kain. The plot unfolds from there within 
approximately 15 areas. Hennig estimates 
that this makes the game about as large 
as Tomb Raider II. 

“We've tried not to create scads and 
scads of layout because it’s very time- 
consuming and very shallow,” Hennig 
says, addressing one of the criticisms of 
the original Kain. Instead, Crystal 
Dynamics is attempting to create a world 
that entices players to revisit areas when 


The fluid, new camera is based on interpreting player intention. It 
detects where a player is facing and moving, and at what velocity 


No text to click through — 
and Crystal insists the 
character voice-overs will 
be “Disney quality” 


FORMAT 
PlayStation 


PUBLISHER 
TBA 


DEVELOPER 
Crystal Dynamics 


RELEASE DATE 
January 1998 


ORIGIN 
US: 


Turning these designs into 
characters should prove 
an interesting challenge 


they've gained new abilities. For example, 
when Raziel gains the power to scale 
walls, unreachable areas in earlier levels 
become accessible. 

The elaborate architecture within 
these 3D environments is some of the 
best Next Generation has seen on the 
PlayStation. On top of that, it morphs in 
real time. “The idea is that the world 
exists simultaneously in two dimensions,” 
says Hennig, “the real world (the physical 
world) and then its nightmare flip side, 
the spectral plane, which is sort of a dark, 
funhouse-mirror version of itself.” 

As Raziel cannot die, he reverts to 
the spectral plane when he runs out of 
energy to exist in the physical plane. 
Players can then continue playing in the 
spectral plane, only their goal is to recoup 
the energy necessary to return to the 
physical plane. Also, since the switch 
between physical and spectral planes 
morphs the landscape, plane-shifting will 
be key to solving several puzzles. 

And the combat? Like the first game, 
it drives the gameplay. Yet, instead of 
collecting an arsenal of traditional 
weapons, Raziel will be limited to the Soul 
Reaver, Kain’s all-powerful sword from 
the original game. This title weapon has 
taken on spirit properties and can be 
powered up at elemental forges to incur 
a variety of damage. Also, combat will 
require some puzzle-solving as well. As 
the vampires are immortal, players will 


The elaborate architecture within these 
3D environments is some of the best Next 
Generation has seen on the PlayStation 


need to stun their opponents and then 
find some means of finishing them off, be 
it impaling them on a nearby object, like a 
lightning rod or fence post, or exposing 
them to sunlight or water. 

At the time of this writing, the 


The 3D architecture in Kain is so elaborate, the simpler character 


models suffer by comparison 


combat was barely present in the game, 
and the Soul Reaver itself was nowhere 
to be seen. Still, Hennig feels the January 
15 shelf date the team is shooting for is 
possible; however, given Crystal has been 
extremely late with a number of projects 
in the past, Next Generation wouldn't 
be surprised if it slipped as much as six 
months. And if extra time is needed, so 
be it. This team of 26 has the potential to 
polish up and ship the best internally 
developed game at Crystal yet. NG 


The morphed, twisted look 
of the spectral plane was 
not inspired by Tim Burton's 
film Beetlejuice, but rather, 
the same 1920s German 
expressionist films that 
inspired Burton 
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RCRACING . | 


Can a radio-controlled game draw a crowd for Acclaim? 


The moody museum track presents 
plenty of obstacles, like these full-size 
dinosaur skeletons 


he most common mantra used by 

racing game developers over the 
past year has seemingly been “better 
physics model.” And seeing as smaller, 
remote-control vehicles are the perfect 
place to show off these models, it's no 
surprise that Acclaim’s RC Racing comes 
hot on the heels of Shiny’s RC Stunt 
Copter and Fox's (admittedly terrible) 
Team Losi Racing. 

Crossing three platforms, RC Racing 


pits 28 varied cars on 16 tracks set in 
eight different environments. One early 
playable track is set inside a museum, the 
other inside a toy world. Early versions of 
these environments display the 
developer's desire to make the worlds 
visually sparkling as well as highly 
interactive. The museum's glossy floor 
offers a perfect reflection as well as a 
slippery surface to race on. The toy world 
is a lighthearted course, littered with 
beach balls and complete with a section 
of track that is a flat toy piano (not unlike 
the one from the film Big) featuring 
interactive keys. 

The early demo shown to Next 
Generation already featured a highly 
evolved physics model, but many of the 
other cars, Al, pick-ups, and sounds had 
not been implemented. However, the 
game will offer both racing and battle 
modes, and all formats will feature 
multiplayer options, with the PC version 
enabling 12 simultaneous network 
players. The PC game will also include a 
track editor. 

But is there still interest in the radio- 
controlled genre? Well, if the Al and 
control can match the high-quality 
graphics and frame rate, RC Racing 
might prove to be a great, off-beat 
gameplaying experience. 


10: 000 


The colorful toy track (above left, above right) features beach balls, flying model planes, and even some arcade 
games. The courses, with their elaborate architecture, stream fluidly — read, there’s no pop-in 


The 28 cars vary from 
more traditional RC 
models to outlandish 
vehicles straight out of a 
cartoon world 


FORMAT 
PC/Nintendo 64/PlayStation 


PUBLISHER 
Acclaim 


DEVELOPER 
TBA 


RELEASE DATE 
Q2 1999 


ORIGIN 
U.K. 
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“Get out of the sandbox maggot!” Little plastic guys go over the top 


Sarge's weapons include bazookas and, of course, the al 
flamethrower (which reduces soldiers to puddles of me! 


ays lethal 
plastic) 


PlayStation 


3D0 
3D0 
November 1998 


U.S. 


he original Army Men for PC 

received a lukewarm greeting from 
critics but was enthusiastically embraced 
by the public. It quickly became the best- 
Selling title in Wal-Mart and stayed at the 
top of the charts there for several months. 
The PlayStation version is vastly different 
in structure, however, and has been 
turned into a third-person, 3D action 
game, which is more at home with the 
console audience. 

“The thing is,” says Producer Nicholas 
Earl, “the PC version wasn’t a realtime 
strategy game. | think a lot of people who 
played it treated it like that. It was actually 
designed more as an action game, but it 
had strategy elements and it looked like 
an RTS. However, [the PlayStation version] 
is a real action game and looks like a 
mission-based action game.” 

Once again, the game follows Sarge, 
the stalwart, green, plastic leader of a 
group of toy soldiers. Game mechanics 
have been kept somewhat simple, and 
Sarge is able to duck and roll, crawl, enter 
vehicles (tanks, jeeps, half-tracks), and use 
a variety of weapons, all taken from 
classic Army Men poses — bazooka, 
flamethrower, etc. Proper use of cover is 
key, and when squad members are 
released or rescued, they fall into line 
behind Sarge. “You can’t give your squad 
orders to move around the map,” Earl 


explains. “When you pick up a new guy, 
he’s pretty much a power-up standing next 
to you, adding extra firepower.” 

There are a total of 25 missions, 
divided into three distinct terrain types: 
desert, alpine, and bayou (including some 
urban scenarios in a city that looks 
suspiciously like New Orleans). There’s also 
a boot camp level to give players a chance 
to practice. While the missions vary from 
rescue to search-and-destroy, the overall 
storyline follows the recovery of pieces to 
the portal. “That's the big payoff, the big 
surprise at the end,” Earl says. Where doe: 
it lead? “You'll have to play to see.” =} 


The final version will 
include a two-player, split- 
screen option, with 
deathmatch and possibly 
co-operative modes 


The emphasis for the PlayStation version Is firmly on action, but it 
also takes advantage of the system’s high-res mode 
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STAR WARS TRILOGY 


Sega's legendary AM divisions may be losing talent to Dreamcast, but they continue to push 
the envelope when it comes to fast-paced coin-op action and high-powered graphics 


t Sega's recent annual Summer 
Private Show in Tokyo, it became 
evident that, despite the recent brain 


drain to the consumer department, the 


world-renowned AM divisions are as 
strong as ever. 


Spikeout (previously known as Spike) 
was there in all its multiplayer glory, with 


four linked cabinets courtesy of AM2; 


meanwhile, AM1 showcased its latest gun 


FORMAT 
Arcade 


PUBLISHER 
Sega 


DEVELOPER 
AM Annex 


RELEASE DATE 
Spring 1999 


ORIGIN 
Japan 


Star Wars Trilogy is the most realistic and cinematic Star Wars game 
yet. There’s nothing new about the choice of the Death Star for the 
first level, but the textures and complexity of the models put all 
previous efforts to shame, thanks to the improved Model 3 technology 


game, Ocean Hunter. AM3 also 
announced that at the forthcoming 
JAMMA show, it would introduce its own 
Model 3 Step 2 title, the sequel to the 
popular shooter, Gun Blade. But all this is 
set to be somewhat overshadowed by the 
young upstarts at AM Annex, who have 
been given the enviable task of creating 
what is almost certain to be the number 
one arcade hit of 1999. 


The cinematic CGI sequences used in the Attract mode are in a class of their own 


STAGE 
YAVIN 


~ MISSION: 


This is the fourth time a 
Star Wars game will be 
coming to the arcades 


Star Wars Trilogy is only 20% 
complete but already playable and 
responsible for the lion’s share of the 
buzz surrounding Sega’s winter arcade 
lineup. Heading up the project is General 
Manager Kenji Sasaki, filling the shoes of 
Tetsuya Mizaguchi, who recently departed 
for the consumer department to begin 
work on an undisclosed Dreamcast 
project. 

Sasaki and his team started working 
on the title in March, after LucasArts 
approached Sega with a view to 
expanding its Star Wars franchise into the 
arcades for the fourth time. This time, 


Where Star Wars Trilogy distinguishes itself is in its wide variety of stages. Here, the player engages in an on-rails 
(though not FMV) speeder-bike chase on Endor. Elsewhere, Sega has also included a first-person lightsaber stage 


however, the game release will tie in with 
the run-up to the 1999 prequel movies. 
But as LucasArts itself knows, 
creating a Star Wars game that will pass 
the close inspection of the fans isn’t easy, 
and the pressure is on Annex to produce 


a worldwide hit that anyone, from kids to 
adults, can happily embrace. Sasaki 
understands this too. “We cannot fail,” he 
says, laughing. “We must make a Star 
Wars game that is better than the 
competition, better than all the other 
games, and we have to find a good 
balance between constructing a 
believable Star Wars environment and 
building a sound gameplay system. The 
pressure is huge.” 

He is almost certainly assured of 
success in the second goal — 
constructing a convincing environment. 
Star Wars Trilogy, as the title suggests, 
covers all three movies in one game. Each 
film constitutes a stage, which is then 
divided into smaller sub-stages, all 
offering a wide variety of play mechanics. 
Despite the X-Wing style of these early 
screenshots, it would be a mistake to 
assume that Star Wars Trilogy is just 
another space-combat game. As well as 
the predictable Death Star bombing run, 
players can expect a jungle speeder-bike 
chase and even a first-person lightsaber 
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stage — far more than was on offer the 
last time Sega and Star Wars got together, 
with the Model 1-powered trench combat 
sim, simply titled Star Wars. 

Of course, when that appeared, the 
whole world wasn’t eagerly awaiting a 
new movie. Expectations are running high, 
as much on the technical front as any 
other — a fact not lost on the team’s lead 
programmer, Takahiro Kakizawa, who 
explains the advantages of using the 
latest Model 3 Step 2 technology. “There 
are many things in Star Wars Trilogy that 
were simply not possible with Model 1 
and even Model 2,” he reveals. “For 

example, it was previously impossible to 
Aecuneee link The eianee produce movie-quality cut scenes — 
Here, the Rebellion forces something that features heavily in the 
meet in orbit for battle new game — and we couldn't have 
created the transparency and explosion 
effects on the older boards. Model 3 is 
especially good at lighting.” 

And it shows. The cut scenes are 
stunningly realistic and allow for seamless 
transitions between the stages, and the 
ship models and environments are some 
of the most realistic to date, with the most 
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The space battles feature 
a multitude of ships, 
including the Star 
Destroyers, which can be 
attacked at close range 


detailed utilizing tens of thousands of 
polygons. There even seems to be some 
sadness on the part of the team over 
producing what will be Sega's last Model 
3 title. The board has served the AM 
divisions well over the years — games 
such as Sega Rally 2 and Virtua Fighter 3 
would have been impossible without it — 
and despite Sega’s claims, many believe 
the Power VR-based replacement, code- 
named Naomi, will be inferior. 

Sasaki is reserving his judgment, but 
Next Generation detected more than a 
tinge of regret at the technological 
changing of the guard. “Yes, for all the 
Sega AMs, it is the end of the Model 3 
era,” he says, ruefully. “I believe that Star 
Wars Trilogy will be the last AM Annex 
Model 3 game, and we are already 
beginning to study the new board.” Rebel spac 

Whatever the impact of Naomi, reer, 
however, AM Annex will undoubtedly rise 
to the challenge — as will the other AM 
departments. They've ruled the coin-op 
market in the ‘90s, and there’s no reason 
to assume they won't continue to do so 
as the industry ticks over into the next 
millennium. Before that, however, Star 
Wars Trilogy, barring a fatal upset, will not 
only be another step forward for Sega, but 


also for Lucasfilm, which plans to own the Star Wars Trilogy 

entertainment landscape lock, re-creates the 
Star Wars Trilogy will almost certainly be the last Sega coin-op to stock, and barrel, in 1999 atmosphere of the 
utilize the Model 3 board, to be replaced next year by Naomi is . movies perfectly 


INTERSTATE 82 


1-76 has been updated for 
the ‘80s, with car combat 
in both outdoor and 
indoor areas 


Arming and outfitting the 
vehicles have been changed: 


Every weapon system now has a 


countermeasure, shifting the 
strategic dynamics 


eee ng alphas 


| The past still isn’t what it used to be, as Activision updates its hit to the ‘80s 


et in a retro-dimension where the 
‘70s never died, interstate 76 was 

a breath of fresh air among the usual 
glut of Blade Runner-inspired dystopias 
and elf-ridden fantasy worlds. Enter 
Interstate 82: “We went out into our 
audience and asked, ‘What do you guys 
want?” says Zack Norman, director on 
both /-76 and /-82. "One of the 
philosophies | had was that if it’s going 
to be a sequel, it had to have enough 
newness and uniqueness to warrant 
being called a sequel because in this age 
of Whatever II or Whatever III, there has 
to be enough of a rationalization aside 
from some little bit of tweaking and new 
missions.” 

First among the fans’ requests was 
a high frame rate, so /-82 has been built 
around a completely new, state-of-the- 
art rendering engine — one that requires 
hardware acceleration, is blistering fast, 
and supports such niceties as 
environment-mapping and (possibly) 
bump-mapping. Second, level design is 
now based around a notion called the 
Large Driveable Mesh, or LDM, with each 
level being created whole cloth in 
Softimage and supporting both indoor 
and outdoor environments. Also, thanks 
to “Multivehicle Combat,” it will be 
possible for characters to exit vehicles, 
fight and interact with the environment 
on foot, then enter other vehicles at will. 

And, as the title implies, the setting 
has been fast-forwarded to the new- 


The new rendering engine is capable 
of a wide range of special effects 


wave era of the early ‘80s. Expect the 
soundtrack to be filled with (ahem) 
homages to The B-52s, Elvis Costello, 
Flock of Seagulls, and others. “When | 
looked back and started doing research 
about the ‘80s, | thought, ‘This was such 
an absurd time,” Norman says. “| mean, 
the ‘80s was like, ‘What is the president 
of the United States doing? And why 
does no one care about this stuff?’ And | 
think new-wave music really typified the 
sensibilities of that period: It was 
disposable, kind of trashy, and fast. | 
described /-76 as Road Warrior meets 
Shaft — \'m describing /-82 as the Road 
Warrior meets ‘Miami Vice.” 


FORMAT 
PC 


PUBLISHER 
Activision 


DEVELOPER 
Activision 
RELEASE DATE 
November 1998 


ORIGIN 
U.S. 
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Ayoung man’s troubled memories hold th fefctonliié dad giant Aghting robots - Only on PlayStation°- Only from 
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JEFF GORDON RACING XS 


Can NASCAR champ Jeff Gordon drive ASC’s next game into the winner's circle? 


| All tracks are raced at night, enabling the developers to boost the visuals with plenty of multicolored lighting 


‘m getting spanked,” says Jeff 

Gordon after his car is crunched 
into a high corner by two passing cars. 
Fortunately, Gordon isn’t at Charlotte 
Motor Speedway — this year’s leading 
Winston Cup driver is sitting safely inside 
the Ambassador Suite at the Boca Raton 
Resort in Florida, where he’s just started 
test-driving his forthcoming game with 
ASC. Less than a minute later, Gordon is 
easily sliding through turns, a 
consummate pro even behind a Mad 
Catz steering wheel. 

Flanking Gordon on either side are 

ASC Executive Producer Howie Schwartz 
and Real Sports President Robin Antonick. 


But don’t expect to see a replica of 
Gordon's number 24 car in this game — 
that belongs to EA's NASCAR. Instead, 
ASC and Real Sports intend to bring 
players a futuristic racing game. 

“At the core it’s racing,” says 
Schwartz, “with real cars and real 
physics.” And while the designers intend 
to capture the gritty essence of NASCAR, 
the presentation and 10 tracks are more 
of the Wipeout variety. One mountainside 
track features steep sloping roads, 
another cloverleaf track whips players 
around corners, then launches them over 
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Gordon is closely tied to 
Pepsi, but the glaring Pepsi 
é logos are placeholder 


They've brought the latest rev of their 
game to Gordon's home state of Florida, 
and they are intently focused on getting 
feedback from Gordon. “We take the 
responsibility of putting Jeff in the game 
very seriously,” says Antonick. “We've 
built a lot of tools and implemented a lot 
of elements that we can tune and 


FORMAT _ respond to his input, which he’s very 
_____ PlayStation —_articulate in giving because he is a 
PUBLISHER — gameplayer.” 
ASC Unlike many other celebrities who've 
DEVELOPER _Signed their names to the front of a game 


package, the 27-year-old Gordon actually 
does play games. “| played Gran Turismo 


Real Sports 
RELEASE DATE 


Q11999 _until | got the Castrol Supra GT,” at which 
point, Gordon says, “it became too easy The designers intend to give players that neck-and-neck, give-and- 
ones to win.” take feeling of close racing 


Ee 


Conceptual art shows 
track designs that are a 
long way from NASCAR 


The game’s engine is genuinely impressive — it currently runs at 30fps, even while displaying eight cars and multiple lighting effects 


jumps. An early-in-design, Las Vegas- 
based track capitalizes on the night 
racing aspect of the game, with glowing 
casino backgrounds. 

Of course, players won't just step 
into Jeff's shoes. Through some 
bluescreen presentation and voice-over, 
Gordon mentors players during the first 
stages. Ultimately, however, players will 
have to unseat Gordon to win the game. 
“Everyone is beatable on any given day,” 
Gordon admits, then quickly suggests 
that players will need to be almost 
perfect to beat him. 

But with so many racing games 
available and a new Ridge Racer around 
the corner, where does ASC expect to 
find its niche? Antonick believes Real 
Sports can match the competition's 
vehicle dynamics, physics, and frame 
rates. However, the company doesn’t 
want to build another Gran Turismo 
because the consensus is that the game 
should have a pick-up-and-play appeal. 
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As this is futuristic and not realistic racing, the cars will morph 
and repair damage on the fly 


Antonick feels his game will excel with 
proper racing Al, modeled on neural net 
technology. “This is what Jeff focuses in 
on,” says Antonick of Gordon’s affinity for 
smart driving, “so that's where we place 
our attention — not in the garage, but on 
the racetrack. It's the concept of 
retaliation, the concept of an epic taking 
place on the racetrack.” 

This is not some fast-lap philosophy 
for ASC. Having struck a five-year, 
multititle, multiplatform deal with Gordon, 
this game is the first in what both 
publisher and developer hope will be a 
long-running franchise. In a battle with 
racing veterans like EA, Namco, and Sony, 
Gordon's availability and cooperative 
spirit certainly give ASC some needed 
turbo. And who knows? He does have a 
history of taking checkered flags. 
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Jeff Gordon (right) 
discusses track design 
with Real Sports 
President Ron Antonick 
(left). Antonick is not 
only a developer with 
experience on several 
Madden football games, 


recreational Skip Barber 
and Formula Mazda 
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JEFF GORDON 


t age 27, Jeff Gordon is the two-time NASCAR Winston 

Cup champ and current points leader. In Gordon's 
Winston Cup career (178 starts as of press time), he lists 38 
wins and 22 poles, and has finished in the top five 50% of 
the time and earned more than $20.5 million. 

Gordon‘s perhaps a natural for starring in a game, as 
his career in racing started about as early as his love of 
games. He began racing at age five, just about the same 
time he got an Atari 2600 with Night Driver. In a position to 
give some real advice about the sport and racing games, 
Gordon tells Next 
Generation where the two 
meet, and where the line 
never blurs. 


NG: Assuming ASC 
approached you with this 


in the seat of your 


project, what made you bite? 
JG: I've always wanted to be 
involved in making a 
videogame. Every time | pick 
up a racing game, | critique it. 
“It's not real enough” or “It's 
not fun enough,” “It’s not 
competitive enough.” When ASC came along, | said, 
“Perfect, this exactly what | like to do.” | think there's a lot of 
people out there who get involved with games, but it's not 
really what they want to do. It's not what they're personally 
into. For me, I'm really into it, | wanted to be a part of this 
and not just have my name put on the cover of the thing. 


NG: There are plenty of NASCAR games out there, but you 
guys took a different approach. Why? 

JG: [Pauses] | guess because I'm a young, exciting type of 
guy, and I'd like to see a young crowd get into a game that's 
more futuristic. You can go way out with the cars, with the 
handling of the cars, and type of race tracks ... We've seen 
every type of racing game that you can see, and | wanted to 
see something a little different, a little newer. 


NG: Is there anything missing from a real racing experience 
that you'd like to see come to your game? 

JG: Someday | want to see the feedback from the steering 
wheel put into the actual home videogames. You're seeing it 
in the arcade games now. But more importantly, | think it’s 
being able to get that feeling [of resistance] by what you're 
seeing on the screen — to have your car sliding through the 
corners, and you being able to control that slide and feeling 
like you're part of the game because you can feel what the 
car's doing. 


NG: Other than its futuristic art direction, what specifically 
sets your game apart? 

JG: One thing that we're doing that | haven't seen is the 
really high-banked corners. You can actually run low, middle, 
high, and the higher you get up on the banking, the more 
speed you can carry through the corners, but the farther 
around you have to go, it makes the track longer. But it gives 
you other options instead of there always being one groove. 


NG: it sounds like there’s some things from your game 
you'd like to see in real NASCAR racing, besides more 
banking. 

JG: You know, we're getting more into the aerodynamics. 
The cars in the game are very slick and rounded off, with 
speeds up to 300-plus miles per hour, which, a long ways 
down the road in NASCAR, you might see, but right now 
they're keeping us under 200. | think the one thing | really 


The only way you’re ever gonna get that true 
feeling of what the race car’s like is to feel it 


pants 


would like to see in racing is to be able to have more 
options when it comes to passing. That does lead back to 
banking, and what we want is three or four [cars] wide 
racing, where you're seeing several cars going for the win 
on the final lap. | think that's what the fans, drivers, and 
teams want to see. 


NG: Do you feel a game will ever accurately capture the 
NASCAR experience the way that you live it on the track? 
JG: Oh, absolutely. Someday. There's been a lot of talk about 
it. | think the only way you're ever gonna get that true 
feeling of what the race car's like is to feel it in the seat of 
your pants, to feel it in the wheel and in the pedals, to have 
the screen and you become one. Just as long as we don’t 
actually feel what it’s like when we hit the wall, then 
everything will be fine. 


NG: But as gamers, if we know we're safe from that wall, 
can it ever be as real as when you go out on the track? 

JG: Well, | guess you'll never get that real a feel because the 
danger aspect of it definitely comes into play when you're 
out on the racetrack. If that wasn’t there, and there wasn’t a 
little bit of fear in you, then you wouldn't mind hitting the 
walls, you wouldn't mind hitting other people. That's what 
keeps the professionalism and the competition to what it is 
— because it is real out there. 


NG: Who would win in a fight, Sonic or Mario? 
JG: Oh, man! Well, me being the big Mario fan, | think Super 
Mario would take him. | don’t know, that'd be a tough battle, 
but I'd pull for Mario. | think Mario can get pretty mean, 
pretty nasty. He's got all those tricks up his sleeve, 
all those hidden things that could take out Sonic. 


ING 


"This is what videogames 
should be." - iGNo4.com 


"Don't pass up the chance to 
check out...the sleeper hit of 
the year." - ecm 


",..looks to be a stellar 
title! " ~ Gamefan Online 
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Can Konami's upcoming horror/adventure steal the crown from Resident Evil 2? 


0 Call Silent Hill a clone of Resident 

Evil would be to do it a severe 
injustice. That's because the game's 
environments are presented in realtime 
3D, and the atmosphere it generates may 
exceed that of Capcom’s legendary 
horror adventures. 

The game has players pick up the 
role of a car-accident victim who loses 
his daughter — literally — following the 
incident. Heading toward Silent Hill, a 
small, sleepy town from which occupants 
have mysteriously vanished, the player 
finds a game that's a blend of the 
Resident Evil and Tomb Raider series. 

Armed with a map of the area, 
Players set out to explore a town 
shrouded by a thick fog — a feature 
adopted, presumably, to build 
atmosphere while relieving pressure 
from the game's 3D engine. Exploration 
in an early build of the game reveals a 
variety of shops and buildings — none of 
which can be entered but a factor that 


A pistol comes in rather handy when dispatching these genuinely odd 
little enemies. We think, perhaps, Children of the Corn may have been 
part of the inspiration here 


After being coaxed through 
this fog-heavy level by an 
encounter with an 
apparition, the player 
encounters a message of 
warning about a dog 


could change in the finished game. 
Further progress involves 
negotiating a series of dimly lit 
passageways that require the use of a 
torch — bringing some fabulous lighting 
effects into play. It's then that the truly 
sinister feel of Silent Hill surfaces, the 
grim color scheme enlivened by areas 
decorated with buckets of gore. When 
rounding a corner, players find that the 
soundtrack begins to complement the 
visuals, as churning, wheezing tones 
issue forth before the player is assaulted 
by what appear to be zombie-esque 
children. On this admittedly limited 
evidence, it looks as though Silent Hill 
could be the most genuinely chilling The interior sections 
videogame ever realized. prove reminiscent of a 
Beyond the gameplay itself, which at certain Capcom setics 
this point appears sound, the cut scenes 
deserve a special mention. Unlike other 


big-name Japanese publishers like PlayStation 


Namco and Square, Konami does not 
have a reputation for producing cutting- 
edge CGI, and yet the quality of the 
sequences in Silent Hill is nothing short 
of mind-boggling. 

The Resident Evil theme is ready to 
go real time, and Silent Hill is poised to 
explore those avenues with aplomb. > 


PU 
Konami 
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SHADOW COMPANY: 


LEFT 


FOR DEAD 


Almost every vehicle in 
the game is available to 
the player, from boats, 
helicopters, and tanks to 
motorcycles, street cars, 
snowmobiles, and jet skis 


FORMAT 
PC 


PUBLISHER 
Interactive Magic 


DEVELOPER 
Sinister Games 


RELEASE DATE 
Q2 1998 


ORIGIN 
U.S. 


he first time Next Generation 
caught a glimpse of Shadow 
Company, we were amazed. The game 
had the look of Metal Gear Solid, 
gameplay reminiscent of a realtime 
strategy title, and persistent 
environments that looked as good as 
any big-budget action film. 

Several months later, Paul Meegan, 
designer for Sinister, talks anxiously 
about the company’s first game. “We 
looked at a lot of different games, and 


really there aren't too many games that 


compare to our engine. The game isn’t 


linear. The environment is beautiful, with 


real physics on the helicopters and 
vehicle suspensions. With effects like 
real wind, water surfaces, and so on, 


barracks, and command bunkers 


An early look at what could be Interactive Magic’s riskiest endeavor yet 


you get the feeling you're interacting 
with a much more real world.” 

The remarkable engine is also what 
provides personality for the game’s 
characters and the way they interact 
with one another. If one of the team 
members runs out of ammo, depending 
on which character it is, another 
character will throw over a replacement 
clip. The actions are done without being 
intrusive to gameplay. “One of the things 
we've seen in other games, like 
Commandos," says Meegan, “is that they 
operate in the assumption that enemies 
behave a certain way. It becomes a 
puzzle game. Our game is more realistic. 
Each character has their own personality 
because of our Al.” 

This plays a larger role in creating a 
team, as each character has distinct 
advantages and disadvantages. Some 
act well under fire, some might take the 
initiative, and others may cower in the 


Players explore a number of locales, which include cloning facilities, infirmary tents, supply bunkers, 


shadows. Much of the game's charm lies 
in the fact that there are so many 
different characters, and the player must 
help develop their skills. “You get 
attached to them,” admits Meegan. “We 
really want to avoid the faceless soldier. 
We want you to get to know them and 
not just choose what weapons they use.” 

All this is great, but history tells us 
that when technical innovation takes the 
lead, the game and its story often suffer. 
But Sinister is taking precautions to 
ensure the best overall gaming 


At the moment, the plan is to complement the action music for each 
locale. If the mission is in South America, the music reflects the culture 


Players have access to the typical array of 
weapons, including pistols, rifles, grenade 
launchers, flamethrowers, and Knives. 
Unlike in realtime strategy games, a 
player is capable of tagging a vehicle to 
take direct control of it and its weapons. 
Tanks offer the ability to destroy 
bulldings previously traversed on foot 


experience, starting with the story. A 
powerful political force enlists a group of 
mercenaries to take on a mission in 
Africa. During the operation, the team is 
informed that it is no longer needed. 
With funding cut and communications 
ignored, the team is lost and left for 
dead. Players assume the role of the 
team leader, responsible for delivering 
the group to safety as well as 
uncovering a conspiracy of “X-Files” 
proportions. Because of the structure of 
the game, there are no set missions. The 
situations stem from the players’ 
decisions. “It is up to you to decide how 
to accomplish the mission,” says 
Meegan. “It requires real good 
assessment of the area to find the oil 
refineries, prisons, or anything that could 
affect the tactical aspect of the game. 
There is a campaign structure, but it is 
your discretion how to perform it. It is a 
living world to interact with.” 

The game certainly has the makings 
of being a mainstream success for 
Interactive Magic, whose product roster 
has always catered to a niche audience. 
Likewise, the game could be the 
launching pad for Sinister Games’ 
success. The company has already 
alluded to interest in the Dreamcast 
platform and future console systems. 

At this rate, it sounds as though we'll 
be hearing a lot more from Sinister 
Games in the near future. RS 


Equipment and tools 
include flak jackets, 

scuba gear, starlight 
goggles, and more 
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hen Next Generation 

last spoke with Peter 
Molyneux, he was just 
putting the finishing touches 
to Dungeon Keeper at 
3ullfrog Productions, What 
followed was a protracted, 
and at times, acrimonious, 
departure from the company 
he had founded. The game 
press was filled with 
speculation about what the 
man who is acknowledged 
as one of the best game 
designers in the world would 
do next. The answer was 
simple: He would start again, 
from scratch. 

And so in August of 
1997, Lionhead Studios was 
born, and Peter Molyneux 
found himself sitting in front 
of the blank screen of the 
company’s first official 
purchase — a PC — armed 
with nothing more than 
Windows and Word and the 
three other people he had 
brought with him: Technical 
Director Tim Rance, ex- 
Bullfrog producer Mark 
Webley, and millionaire 
businessman Steve Jackson. 
And he was scared. At least, 
that’s how he describes it in 
the pristine meeting room of 
Lionhead’s newly acquired 
headquarters in leafy 
Guildford, England, as Next 
Generation quizzed him on 
leaving Bullfrog, the creation 
of Lionhead, fame, and the 
current state of the industry 
he helped to form 


NG: What were you 
scared of? 
PM: | had given everything | 
had in terms of equipment 
back to Bullfrog, so | got this 
new computer, and the first 
day | sat down, it was me, 
Tim, Mark, and Steve, and | 
sat down, turned my 
computer on, and thought, 
“What the fuck have | done?” 
There was nothing on this 
machine, not a single tool, 
nothing. At Bullfrog | had 
entire departments dedicated 
to tools, to code, to graphics 
all these resources — and 
then just nothing. It was 


deeply, deeply scary. > 


LIONHEAD 
STUDIOS 


It's been a year since Peter Molyneux 
left leading U.K. developer 

Bullfrog Productions to create 
Lionhead Studios. Next 

Generation brings you an 

exclusive report on the 

company and its first game, 

Black and White 


BLACK AND WHITE 


ry thousand things:could go wrong 
between now and the release of 
Lionhead's first title, but even if 900 of 
them happened, Black and White would 
Still be one of the most important PC 
games ever. The sheer scale of the 
project terrifies Peter Molyneux — not 
the first person you would imagine being 
daunted, considering that he almost 
single-handedly invented the god sim as 
we know it with the seminal Populous. 

Though the lineage is abundantly 
Clear, Black and White is in many ways 
both the logical conclusion of the genre 
and the beginning of something 
completely different. 

The game begins by offering the 
player a picturesque 3D landscape — 
what Molyneux describes as “an Eden,” 
decorated with deserts, plains, forests, 
mountains, waterfalls, seas, and snow 
caps. Zooming in to the surface reveals 
scattered villages and fields, populated 
with tribes — each one depicting an 
established human race that includes 
Celts, Egyptians, Aztecs, Greeks, the 


Japanese, and (somewhat less obviously), 


the Tibetans. And they are happy. 
“They have everything they need,” 
Molyneux explains. “Everyone in the 


towns is totally happy and well-balanced. 


There is no crime and no concept of 
good or evil. If you just watch these little 
people, they'll go fishing in the sea and 


The blue ring is an early 
demonstration of a spell. Each 
ground texture and building tile 
has as many as eight different 
forces acting upon it at any time, 
determining color and 
composition — again depending 
on the style of play adopted by 
the user 


plow the fields and chop down trees if 
they need more houses. They'll even go 
out and mate and have a wedding 
ceremony. It's a completely 
encapsulated, Utopian world. And then 
something disastrous happens, and the 
disastrous thing that happens is you.” In 
the shadow of a mountain, to the 
extreme west of the map, lies your 


Black and White represents an evolution of the genre that Molyneux almost 
single-handedly created: the god sim. As players progress, the game decides 
whether they are a force for good or evil, and morphs the appearance of the 
levels accordingly 
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NG: Why did you leave 
Bullfrog? After all, it was your 
baby — you created it 

PM: | had become 
management. | went from 
someone who is really just a 
programmer and designer to 
being a suit, and it was a 
totally unnatural thing for me 
to do — completely and 
totally unnatural. It was the 
most nightmarish situation in 
the world. | had to ask 
myself, was | going to be a 
programmer and designer at 
Bullfrog, or was | going to be 
management? And the 
company became just too 
big. It got so | didn’t know a 
lot of the faces around the 
office. | mean, when | sold 

it to EA, Bullfrog was 40 
people, and when | left it 
was nearer 150. 


NG: Does Lionhead feel like 
Bullfrog in the early days? 
PM: Well, we have more 
money now! And having an 
Office like this makes a huge, 
huge difference. We socialize 
a lot, and people work late 
here, and that’s great — 
we're all in this together. One 
thing that's certainly the 
same is that it's very 
obsessional, and I’m in huge 
amounts of trouble with my 
girlfriend. We have this 
agreement that she only 
Stays at the weekends, and 
now I'm starting to eat into 
the weekends as well as the 
evenings, so I’m in trouble. 


NG: You mentioned that the 
size of Bullfrog was a 
problem. How will you stop 
Lionhead from becoming too 
big? Surely, if you're 
successful, you'll grow. » 
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PM: | said originally that 
we'd have no more than 20 
people working here, in total. 
Now we have 25, but that’s 
only because Black and 
White is such a huge project. 
But we're only going to ever 
be making, internally, one 
game at a time. What we're 
doing is kind of Black and 
White and Lionhead against 
the world. We won't do any 
conversions in-house, we 
won't do any sequels in- 
house, and we won't do 

any specialist versions 
in-house — that will all 

be done externally. 


NG: When you started in the 
industry, it only took a couple 
of people to make a game — 
now it takes, as you said, 20 
Doesn't that make it hard for 
stars to emerge, to make 
themselves heard? Where do 
you think the next Peter 
Molyneux will come from? 
PM: | hope from Lionhead 
I'd like to think that. A couple 
of Saturdays a month and 
during the evenings in the 
week, we have this 
programming and design 
thing, sort of like a workshop. 
We have a kid here now 
who's basically learning from 
scratch — we're teaching 
him how to design and 
program games because | 
think that if there is going to 
be someone famous, then 
they're going to be young. 
It's something we did a lot 

of at Bullfrog, and it 
produced some great talent, 
like Sean Cooper, who 
worked on Syndicate. 


NG: But you can’t really say 
that these guys created the > 


citadel, the seat of your power. As in 
Dungeon Keeper and Populous before 
it, the user is playing God. 

What Molyneux is doing with Black 
and White is attempting to create a 
game of simple elegance. A world is 
given to the player, and rules are 
established. Players can cast spells, but 
they need power, and they can only get 
power from being worshiped, and for 
that they need the villagers. The 
villagers, in turn, will provide their own 
magic to the player, and each race has 
its own type of magic. It should be easy, 
except that the other player, be it the 
CPU or another human being, needs 
those same villagers to increase its 
power. The battle lines are drawn. This is 
all fairly standard stuff — exactly what 
you might expect from Peter Molyneux. 


But then two unique elements are 
added to make Black and White 
completely engrossing. 

First, players can create one 
creature to do their bidding. This begins 
with the player taking a creature from 
the landscape (it can be anything from a 
cow to a dog to a human to even a tree 
— anything that’s living) and placing it in 
a pen outside the citadel, where it is 
then nurtured, Tamagotchi-style. “It’s 
Tamagotchi time, but Tamagotchi on, 
like, a million times out,” Molyneux says. 
“| can pick up this piggy and put him 
into one of these pens, and the creature 
becomes like your child. It is a reflection 
of you within the world, and you can 
make that creature as mean and as 
vicious and as cruel as you want it to 
be, or you can make it as kind and as 
nice and as sweet and as innocent as 
you want it to be. You can torture your 
creature and make him even more 
vicious, or you can play with him and 
make him happy and give him this sort 
of well-balanced upbringing.” 

The creature grows in the pen until 
the player lets it loose in the world, 
where it can cast spells and fight on the 
player's behalf. It even learns gestures 
from the player — for example, if the 
player throws a fireball spell by moving 
the mouse across the screen, the 
Creature will throw its arm from left to 
right when casting the spell. The 
creature is, in many ways, a miniature 
version of the player. 

“Well, not so miniature, actually,” 
Molyneux says, accessing the cheat 
menu. What was, moments before, a 
creature the size of a bus had suddenly 


Lionhead artist Christian 
Bravery has created 
some creatures with a 
great deal of character 
— knowing that the 
game engine will allow 
much of it to appear on 
screen with just as 
much personality as 

he intended 


The creatures morph over time into good-, neutral-, or evil-looking models. Instead of using several meshes, 
the game defines a number of skeletal axes around which the changes take place. For example, the cow that 
you see here (top) lowers its head along a predetermined path the more evil it becomes. The shoulders also 
gradually hunch over and the horns grow larger — a fraction at a time 


The citizens that inhabit 
the world are made up of 
just 12 polygons, and as 
many as 5,000 citizens 
can be on the map at any 
one time 


become supersized — towering a full 
200 feet above the tiny villagers. The 
more powerful the player becomes 
within the world, the bigger the 
creature becomes. Depending on the 
number of players, there could be 
anything between two and 200 of 
these giants stomping their way across 
the landscape at any one time, eating 
enemy villagers, destroying buildings, 
and generally playing Godzilla. 

Molyneux will be setting up a 
server at Lionhead to make Black and 
White a massively multiplayer 
experience, with players able to load 
their citadels and creatures into the 
multiplayer game after nurturing them 
at home in single-player mode — a 
neat extension of Nintendo's Japanese 
Pocket Monster gimmick. With a click 
of the mouse, gamers can play the 
creatures from a first-person 
perspective (something that was 
explored on a much simpler level in 
Dungeon Keeper). 

But where Black and White really 
shines brightest (and this is the second 
unique element) is in its morphing. As 
players progress in their quest to 
dominate the landscape, the game 
reads their style of play and begins to 
morph their citadel, creature, and lands 
to reflect their demeanor. Every cell 
that makes up the textures on the map 
is created from as many as eight 
different sources — each one a 
receptor, reading the level of good or 
evil in the gamer’s mode of play. 
Gradually, over time, everything 
changes. If the player is an evil despot, 
murdering with impunity, causing 
undue suffering, and exhibiting cruel 
traits, then the green hills around the 
citadel will slowly blacken; the trees 


will die; the animals will morph into 
weird, evil creatures; and the citadel 
will turn black. Conversely, players who 
are charitable and merciful, and who 
only cause suffering in order to defend 
themselves, will find flowers blooming 
in the fields, bunny rabbits running 
about, and bright flags adorning their 
Disney-esque citadel. The pace of 
change is so subtle and precise that 
it’s almost imperceptible, but by the 
end of the game, the landscape will 
have changed beyond all recognition. 

Molyneux describes Black and 
White as “kind of like one giant 
personality test. | wanted people to 
come in after a really bad day and play 
Black and White for a bit, and think, 
‘Fuck — I’ve just taken all this out on 
one game.’ They'd look around their 
land at the end and suddenly find the 
flowers have fallen off the trees, and 
the forest is petrified. You just think, 
‘Well, I've obviously had a bad day 

The game is so ambitious, with so 
many variables, that it could easily take 
as long as Dungeon Keeper to develop. 
And though Molyneux is keen to avoid 
another protracted schedule, he’s not 
saying when it will be finished. When 
pressed, he grudgingly reveals, “toward 
the middle of next year, maybe.” And 
for the record: Peter Molyneux appears 
friendly enough, but after hours of play- 
testing the game, there was a decidedly 
char-grilled look to his own landscape. 
And his citadel? Black as pitch. 


The higher-resolution town models are workstation shots but are well 
within the capabilities of the high-end accelerated PCs that will 
eventually run the game 
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game when so many others 
were involved 

PM: No, you can't. | think in 
some ways the fame in the 
future will belong more to the 
producers. When you talk 
about fame, you shouldn't 
really say Peter Molyneux, 
you should really be saying 
Miyamoto — because he’s 
just incredible. That guy is 
amazing. | mean, we've done 
a few little games with some 
friends, but he has made a 
company — Nintendo. There 
wouldn't be a Nintendo 
without him. But he doesn’t 
program, he designs and 
produces, and | think that's 
where you'll find the next 
Peter Molyneux 


NG: What's your impression 
of the current state of the 
game industry? Is there 
anything that really gets 

you mad? 

PM: | think it’s very healthy 
in some ways, but what 
really, really aggravates me 
more than anything else is 
that there's no time anymore 
— especially when 
developing for the PC. 
There’s no time to stand 
back and to say, “Well, this is 
what we want to do with our 
game, and this is where we 
want to take it,” because 
everything changes 
overnight. Since we started 
this conversation, there have 
probably been two video 
card announcements, one 
audio card announcement, 
and somebody else is 
thinking of doing a new 
console, but it takes time. It 
takes time to do really good 
stuff. If you look at the 
PlayStation now, it’s » 
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coming out with some really 
incredible, incredible games, 
and yet the technology is 
four or five years old. There's 
nothing on the PC that even 
comes close to Gran 
Turismo, and that’s because 
the PlayStation has been 
around and you get used to 
it. We have to jump through 
all these technology hoops 
every day of the week, and 
that really pisses me off 


NG: Which brings us to 
Dreamcast 

PM: | actually think it’s very, 
very good — and it bridges 
the gap between PCs and 
consoles. We've been talking 
to Sega for a long time 
about it, and | really like the 
machine. | think it could 
have gone disastrously 
wrong If it had decided not 
to use the Microsoft 
technology — that has 
solved a lot of problems. 


NG: Will Black and White be 
a Dreamcast title? 

PM: | can’t really comment 
on that. It's certainly more 
suited to a console than, say, 
Dungeon Keeper because 
there are no fiddly icons on 
screen. We make it very 
simple to get into. But | do 
believe that console games 
and PC games are very 
different beasts, and the 
market is different. For 
console, everything must 

be intuitive and quick, and 
incredibly obvious. The next 
game | want to do, after 
Black and White, will almost 
certainly be a console action 
title. I'd really like to have 

a go at that. 


SATELLITES OF LOVE 


L ionhead is a developer, first and 
foremost, but it is also 
expanding into other areas. Co- 
directors Steve Jackson and Mark 
Webley are heading up what they 
describe as a “satellite” system — the 
Chief aim of which is to provide tools, 
equipment, PR, and start-up funds for 
small development outfits that have 
the talent and the ideas, but not the 
resources, to enter the increasingly 
expensive world of videogame 
development. Though not a full-service 
publisher like G.0.D. (which distributes 
its titles), Lionhead will promote the 
work of its satellites to publishers and 
to the press, shopping the games 
around at demo stage to secure 
further backing, and then taking a 
small percentage of the profits once 
the game is sold — in effect, acting 
more like a record label than a 
videogame developer. 

The first title to be nurtured under 
the satellite system will be one for 
Dreamcast, though it’s so early in the 
development cycle (not quite at demo 
stage) that Big Blue Box, the three- 
man team behind it, is remaining tight- 
lipped about precise details. Next 
Generation asked Steve Jackson and 
Mark Webley to explain the thinking 
behind such a unique approach to 
development. 


MW: We'd been going about three 
weeks as a company, and two ex- 
Bullfrog guys came to us with their 
game designs, and we sat down and 
we thought, “Well, it's a good game 
design and they have good potential, 
but what do we do? Do we bring them 
in-house and employ extra people?” 
And it was like, “Oh, soon there will be 
more than 25 people here, and it will 
be a nightmare.” So that’s really what 
kicked it off. 


SJ: Yeah, it did. We were impressed 
with them and their ideas. And we're 
getting people coming to us now all 
the time, and we haven't advertised or 
anything — it’s just word of mouth. 
We're going to start the whole thing 
Off slowly, with no more than three or 
four satellite projects going on at once 
because we want to make sure it all 


works. The most important thing that 


we're trying to achieve here is that the 
Lionhead label achieves a certain 
quality and has an excellence about it 
which can be trusted. We're building a 
brand, and we explain to everyone in 
the system that their games could get 
canned at the 11th hour if the quality 
isn’t there. 


MW: Having said that, | strongly 
believe that if you start from day one 
with a good game design that 
everyone respects, then a lot of things 
have to go wrong for it not to come 
out as a good game. It's easy for 
teams to lose their way, but that’s 
what we're here for. We're there all 
the way, and we nurse the thing 
through — which | suppose is the big 
difference between us and the 
traditional publisher in the end. 


Na 17 


ring game, Experience 12 new warriors, two-handed fighting 
now improved with realisticnewcharacters, and more, but remember that a single blow can 
ances, Weapons and subweapons = be the difference between life and death 


Includes Collector’s CD 
4 with a playable demo of 


FINAL FANTASY’ Vill 


ted 


Musashi, the humorous half-pint hero, runs, Challenge ferocious monsters, or use the game's 
jumps, fights, and solves puzzles throughout unique learning system to master enemies m 
his vast, colorful, fully 3-D world paealed te cut them down to size Only on PlayStation® - Only from 
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Published by Square Electronic Arts L.L.C. Playstation 
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MILESTONES 


Next Generation’s monthly update on tomorrow's games 


ow begins the quiet season, where 

most holiday titles have been 
finished and developers take a much- 
needed break before going back into 
their development dungeons. But not 
before a glut of titles hits store shelves 
in time for the holidays. Here's a 
sampling of a few of those games, as 
well as a glance at what lies ahead for 
the year 1999. 


POWERSLIDE « 


Ss i. ats a 
+1 
puiniite s 


GT Interactive's Powerslide is a remarkable racer that runs at 60 frames 

Per second while processing more than 300,000 polygons. Developed by 

Emergent Software, the game features arcade racing physics and a 3D far eal 
engine that supports the best 3D accelerators on the market 
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BEAVIS & BUTT-HEAD SHADOW MADNESS uvstation 


GT's PC and PlayStation 
title takes the duo ona 
field trip to college in 

search of women 


AREA 51 SITE 4 


Atari Games’ arcade 
sequel to Area 51 
continues the story of 
hostile alien contact 


Crave introduces players to a collapsing 
world that features 40 hours of gameplay 
and beautifully rendered backgrounds 


In the year 2023, a young field operative named Joanna Dark uncovers 
a conspiracy spread across hundreds of light years. Rare has produced 
the first true successor to Goldeneye, with far more ambitious game 
mechanics and visuals, including a two-player, co-operative story mode 


BLOODSHOT Nintendo 64 XG2 Nintendo 64 
Se 


main character Is similar to Marvel's Punisher, but immune to damage 


Bloodshot Is yet another comic property to emerge from Acclaim. The | 


eee: ng alphas 


Unlike Acclaim’s other sequel, Turok 2, XG2 does little to improve over 
its predecessor, Extreme G. This game still needs work before release 


rwisttomems SET FORCE GEMINI 


The Rally Cross team’s 
freshman effort to pick up 
the PlayStation franchise 
needs just a little more 
polish before release 


Nintendo 64 


Rare’s epic shooter introduces Juno, Vela, and a dog 
named Lupus, who are on a mission to put an end to the 
evil Mizar’s galactic reign. The game features realtime 
lighting and reflections, while huge bosses exhibit 
complex Al unrivaled by contemporary shooters 
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QUARTERBACK CLUB ’39 FIGHTER SQUADRON Fe 


Acclaim’s latest N64 
sequel has 31 NFL teams, 
six Europe clubs, and the 
Cleveland Browns 


WAR OF THE WORLDS 


Rage’s realtime PC Intense World War I! aerial combat is the theme 
strategy game Is based for Activision’s latest flight sim. Players are 

on the musical version of granted the chance to change history during 
H.G. Wells’ classic novel three campaigns across the world 


CENTIPEDE visystetonec 


oMeoun oy oy UY 
¥ 


Hasbro's retrofit of the classic ‘80s hit Centipede retains the well- 
known classic gameplay, as well as introduces an entirely new 3D 
mode that spans across six worlds. In all, gamers get the classic 
shooter, a new 3D perspective of the game, and an adventure mode 
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TAISHO: TOTAL WAR ~ 


URBAN CHAOS ~ 


Mucky Foot’s 3D adventure title features an incredibly large and fully Like Homeworld, Electronic Arts’ latest RTS lets you zoom down to the 
interactive city with amazing visual effects and character animation | individual units. One big difference: It’s set in feudal Japan, not space 


THE REAP AKOLYTE PC/Dreamcast 


There's nothing like a 
shooter to really 
demonstrate what 
hardware can do. In this 
case the game's by 
Housemarque and the 
card by 3Dfx 


KNOCKOUT KINGS 


Akolyte, from Houston-based Revenant, uses 
a modified portal technology in its third- 
person action/adventure. The game promises 
25 massive worlds, more than a dozen 
bosses, and heretofore unseen graphics and 
lighting effects. The plot is based around 
Norse mythology — players have to avenge 
Odin’s death by destroying Loki 


EA's licensing triumph 
may fall short on game- 
play. With a fall release 
date, the PlayStation 
version shown in August 
was lacking some snap 
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CARMAGEDDON 2 wm 


This title may not win Interplay any humanitarian awards, but fans 
will certainly appreciate the new graphics and more horrific gore 


BOMBERMAN WORLD 


Think the series peaked 
on Super NES? Could be, 
but that won't keep 
Hudson from bringing 
Bomberman to PlayStation 
for the first time 


989 Studios’ ambitious online RPG should trump 
the competition graphically, based on these 
3Dfx-enhanced screens, which also show many 
of the game's features: weather, variably sized 
characters, massive structures, spells, and a 
seamless interface. What don’t the screens 
show? The protective PK-switch option, for one 


” 4 “RedJack: Revenge of 
the € cr ’ y the Brethren is a “4 

Titan Nic. eators of : delight to play.” *4 
7 ‘ -Gainefan SH 
dventure | eed 

E, “Swab the dec! and get. ready ~~ 
for some good, old-fashioned e 
pirate action.” 


- PC Gamer \ 


Stunning scenery Challenging puzzles _‘ Non-stop action 


Pag An ee gr aphic dd yeninie coming soon for PC/Mac nybrial 


Mac 
Mac Cyber and Dream Factory TMi Download the demo at www.thq.com 
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Psygnosis’ PlayStation 
and PC ode to Jules Verne 
takes place in a giant 
tower after a crash 
landing, where the crew 
of an airship must fight 
for survival and its 
homeland 


K-FROC-HER: 


Psygnosis’ 3D, multiplayer update of its Amiga classic was one of the 
titles that managed to survive the recent purge of the studio | 


BLUE STINGER oreamces 


Next month, Next Generation will have a full preview of 
the game, but for now, we'll tease you with these 
impressive images from Climax’s Dreamcast debut title 


Car Constructors Championship features collision damage that affects 
gameplay, realistic lighting effects, multiple terrains, and no pop-in 
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Many people say that life is just a 


series of moments, and so too, 


apparently, is the game industry. 


866L 2g 


Next Generation uncovers the 
most important moments that have 


changed the course of game history 


The history of video and computer games is punctuated 
by a few moments when the direction of the entire 
industry hinged on a single decision, a lucky accident, or 
a strange combination of both. Although often small and 
insignificant-seeming at the time, like a pebble tossed in 
a pond, these moments sent ripples throughout the 
gaming world, and in some way or another, things were 
never the same again. 

This article isn’t just a list of amusing 
anecdotes (although there are a fair number of laughs), 
but rather a series of snapshots, pictures of moments in 
time when the gaming community was either dragged 
or took a pratfall into its future. If anything, they prove 
that no event is without consequence, the noblest of 


intentions can fall short, and the basest motivations can 
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The moment: Toru Iwatani finds his gaze attracted by a partially 
eaten pizza and creates one of the most important characters in 
game history. 


The story: Shortly after graduating from college in 1977, Toru 
Iwatani joined Namco. He wanted to create pinball tables, but 
Namco had moved full steam into videogames. lwatani 
compromised and started creating video pinball games like Gee 
Bee, Bomb Bee, and Cutie Q. In 1979, twatani decided to create a 
“real” videogame, but one with a twist: “I w 
developing a game for the female game enthusiast. | Started out 
with the concept of eating and focused on the word ‘taberu,’ which 


S interested in 


means ‘to eat.’ The actual figure of Pac-Man came about as | was 
having pizza for lunch. | took one wedge, and there it was, the 
figure of Pac-Man.” 


The fallout: Pac-Man, the first game to feature an animated 
character and cut scenes, sold more than 350,000 units, making it 
by far the most successful arcade machine of all time. Much of its 
success was thanks to Pac-Man himself, the first true videogame 
character. From Pac-Man to Lara Croft, recognizable characters 
have helped superior games stand out even further ever since. 


The moment: Nolan Bushnell launches the game industry with a series 
of fibs. 


The story: Shortly after hiring Al Alcorn as his company’s first engineer, 
Atari founder Nolan Bushnell came up with a project. He told Alcorn that 
he had just signed a contract with General Electric to design a home 
electronic game based on ping-pong. The game would be very simple 
“one ball, two paddles, and a score ... nothing else on the s 

This was a lie. In fact, he had not signed a contract with General 
Electric or even had any kind of discussion with the appliance company. 
The truth was that he wanted to get Alcorn familiar with the process of 
making games, and this was the simplest idea he could think of. “He didn’t 
even think it had any play value,” Alcorn says. 

A few weeks later, Bushnell flew to Chicago to sell Pong to Midway or 
Bally. Meanwhile, the first prototype of Pong, which was at a bar called Andy Capps Tavern, had stopped 
working, and when Alcorn went to investigate, he discovered that the coin slot was overflowing with quarters. 
He called and told Bushnell. 

Flushed with success, Bushnell immediately decided he should manufacture the game himself. The problem 
was, after their first set of meetings, executives at both Bally and Midway expressed interest in buying Pong. 
Now he had to find a way to steer them away while keeping the door open for future projects. So, he told 
another lie and played one side against the other, telling Bally that Midway didn’t want it. When Bally heard this, 
the company decided it must be a bad investment and dropped its offer, so Bushnell could then (with a clean 
conscience, even) tell Midway that Bally wasn’t interested, ending that business deal 


reen.” 


The fallout: Nolan Bushnell and Atari were left with a sure-fire hit on their hands. Pong conquered the 
arcades, giving Atari the capital and brand-name buzz to design and market home versions, eventually leading 
to the Atari VCS and the birth of home consoles. The rest, as they say, is history. 


The moment: Nintendo loses the Popeye 


The story: To Hiroshi Yamauchi, president of Ninten 


in the late ‘70s proved a baffling expe 


did not attract business, Arcade owners did not like 


1,000 units of Radarscope, a game that was 
America by storm. If he was going to es 
that was not only original and fun, but also ¢ 
Fortunately, Shigeru Miyamoto, a young 
Yamauchi hired in 1977, was workin x 
Aiyamoto’s fi 
to its characte 


abli 


Popeye; but tr 
world: a pudgy little 


g became an.inte 


sf 


and on his way towar 
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An executive ¢ 


The moment 


> dials the wrong number, and Peter Molyneux runs with it 


which was 


The story: In the mid 


small, underfund 


ompany called Taur 


ropean executives of Commodore 


ne day 


Id him, “We'd yOu to put your product on to our machine: 


Computers Call 


Could you c 


Zatting re 


acly 


2 meeting 


to launch the Ai 


“He was té nat vas going to 
be sold in th HE 
machine oduct will be very i 


our resources 2 specifically about what 


eed to send five top-of-the-line Amig 


As the meeting concluded, Commodore < a5 to Molyneux’ 


office, and that v 


vrong. “He phoned the wrc Molyneux 


explains. “He had ph ny that did network cards. All the time he thought 


ork cards on to the computer. We "Still, Taurus de 


Zing to put ne 


id the hardware, so after a brief “crisis of conscience Aolyneux kept mum and accepted the 


machines. 


g and influential title Molyneux has 


The fallout: The first “god game,” Populous, and every grou! 


rked on since. "That got 


Arr 


aking into the American arcade mar 


His 


d failure after failure. Space 


ican office 


Sheriff. His Americar was only abie to sell 


highly popular in Japan and that Yamauchi hoped would take 


indo in the United States, 
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machines. 


too high, he started producin; 


The moment: Nintendo cancels Sony's CD-ROM add-on for 
the Super NES. 


The story: In the early ‘90s, right around the time Sega was readying 
the Sega CD, Nintendo approached Sony about making a similar CD- 
ROM device for the Super NES. Nintendo assigned top engineers to the 
project, and Sony assigned a skilled engineer named Ken Kutaragi to 
head the Sony side, which was finally announced in 1991 and 
dubbed “PlayStation 

Nintendo had even begun acquiring games for the new system, 
and U.S. executive Don James visited Virgin Interactive Entertainment to 
have a look at The Seventh Guest, a title that he felt had the potential 
to drive sales for a Nintendo CD-ROM device. Nintendo even translated 
tiny portions of the game into a cartridge to prove that the game could 
run on a Super NES and eventually purchased the console rights. 

However, not long before the system was due to launch, Nintendo 
backed out of the project and left Sony holding the bag. The reasons 
for this have never been fully explained — lukewarm sales of Sega CD 
likely contributed to the decision, as did Nintendo's lucrative cartridge- 
based licensing model (a model that it continues to adhere to) 
Whatever the story, millions spent on R&D by Sony was down the drain. 


The fallout: According to outside reports, Sony president Norio Ohga 
was furious. So furious, in fact, that he not only gave Kutaragi 
permission to continue developing a CD-ROM-based game system, he 
also gave him permission to keep the original name. Eight years later, 
PlayStation Is the fastest-selling console in history, and Nintendo is no 


longer the dominant force in gaming it once was. 


ig games loc 


The moment: David Rosen decides to start fixing Pachinko 


The story: At the end of his stint in the Korean War (in the Air 
Force), David Rosen returned to Tokyo to try out a business idea. 
At the time, occupied Japan required a photo ID card for almost 
everything — rice ration cards, railway cards, employment cards, 
etc. Getting photos, however, cost ¥250 and took three days. 
Starting in 1954, Rosen imported instant photo booths, charged 
¥200, and made a mint. Looking to expand his business, he 
started repairing Pachinko machines (an obvious step, since he 
needed technicians to fix broken photo booths anyway). Some 
replacement Pachinko parts came back stamped SE GA, for 
Service Games, the name of his Pachinko operation, and one of 
the greatest arcade companies in history was born 


The fallout: As a result of his Pachinko operation, he began 
importing penny arcade games from the U.S. When duties became 


ally, eventually exporting 


them to the US. He sold out to Gulf & Western in 1969, and when 
Gulf & Western decided to liquidate the company in the mid 
1980s, was part of the management buy-back that obtained 
Sega's Japanese operations. (Incidentally, the fact that an 
American started Sega is virtually unknown in Japan.) 


ng special 


The moment: Sid Meier beats Bill Stealey at a game of Red Baron. 


The story: General Instrument Corporation held company meetings 
in Las Vegas in 1982. While attending these meetings, a young 
programmer named Sid Meier met a salesman named Bill Stealey, and 
they struck up a friendship. Sid talked about ideas for making 
computer games, and Bill talked a lot about being a pilot. When a 
lecture they attended became too dull, they cut out and went to a 
videogame arcade in the MGM Grand hotel. There they found an Atari 
Red Baron machine. 

Sid humiliated Bill. “I bet him a quarter for the next game that | 
could beat him at Red Baron,” Stealey recalls, “so we played and | 
went first. | flew it like a fighter pilot, flying past enemy planes, then 
coming around and getting them. | beat the high score, then Sid went 
on and nearly doubled my score. He said that Red Baron was not a 
bad game, but that it had a couple of problems. Now, he had already 
shot my pride by beating me, so | said, ‘OK, you make a better game 
and I'll sell it.” 


The fallout: The company they founded was MicroProse. Sid Meier 

went on to make quite a few games that were better than Red Baron, 
and Bill Stealey sold them worldwide. Their long string of hits included 
Civilization, one of the most enduring and influential games of all time. 


The moment: Atari fails to return Hiroshi Yamauchi's calls. 


The story: One of the lessons Hiroshi Yamauchi learned from Radarscope was that success in Japan did not 
necessarily translate into success in America. The 1983 launch of the Famicom was an unqualified success in 00850 
Japan, but both Yamauchi and the Nintendo of America team doubted they had the marketing clout to launch i 
the system in the United States. Deciding that it needed a partner to represent the Famicom in America, 
Nintendo turned to Atari 

At Yamauchi's suggestion, Nintendo of America vice president Howard Lincoln contacted Atari. When 
Lincoln suggested the partnership, he told Atari president Ray Kassar that he had been authorized to offer 
Atari a license to sell the Famicom internationally in every market except Japan. In exchange for allowing 
Atari to sell the system under its own label, Nintendo would receive royalties on every unit sold and have 
unlimited access to sell software for the system. 

Kassar asked for a meeting, and Lincoln and. Minoru Arakawa received the royal treatment during their 
visit to Atari. However, after three days of demonstrations and haggling over prices, back in Japan Yamauchi 
was getting annoyed with all the delays. Eventually, however, they struck a deal. 

Unfortunately, the deal never went through. After a dodgy stock sale, Kassar left Atari in disgrace, and 
Atari turned down Nintendo’s offer shortly after. Today, neither Lincoln nor Arakawa believe Atari ever really 
wanted the system, and some observers believe negotiations on Atari’s part may in fact have been a simple 
delaying tactic — at the time, Atari was working on the 7800. 


The fallout: Angered but not dissuaded, Yamauchi decided to have Nintendo of America launch the 
Famicom in the United States all by itself, a decision made even easier as Atari continued to fall apart over 
the next two years. Within 14 months of its nationwide launch in 1986, NES had sold more than a million 
units, and Nintendo was well on its way to becoming a household name and industry monolith. Atari 
Corporation never again had a home hit and folded in 1996 
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The moment: Don Valentine learns the number of ham radio 
operators in America 


The story: Don valentine is the dean of the Silicon Valley 
venture capitalists — his first deal in the business was 
financing Atari. A few years later, Atari founder Nolan Bushnell 
hooked Valentine up with Steve Jobs, a young Atari employee 
who at the time was designing a new computer with his friend 
Steve Wozniak. After some conversation, Valentine agreed to 
visit Jobs’ garage and see the computer they were building, 
He was not impressed by the technology. “He said, ‘The 
technology doesn’t matter as much as marketing 
considerations,” sayS Wozniak. “! said we could sell a million 
units.” Wozniak’s logic? There were millions of ham radio 
operators, and his computer would be “bigger than ham 
radio,” Although Valentine didn’t quite approve of Wozniak’s 
methodology, he did eventually buy into the company 


The fallout: Obviously, this was the beginning of Apple 
Computer, which would dominate the home computer market 
throughout the early ‘80s and become the first system many 
game programmers ever worked on 


The moment: Trip Hawkins realizes he's six degrees of separation away 
from Dr 


The story: In 1984, Electronic Arts decided to experiment with using 
sports Stars’ images in its games. As it happened, then EA president Trip 
Hawkins had a friend who hadi a friend who knew the agent handling 
Philadelphia 76ers’ basketball star, Julius “Dr. J” Irving. So Hawkins asked 
Irving's 


gent if his clent would be willing to let EA use his name and 
likeness ina computer basketball game. 

This was the first time a computer game company licensed an 
athlete’s name. Mattel had licensed such sports organizations as the NFL 
and the NBA, but no one had ever approached the athletes themselves 
Electronic Arts paid Irving a $25,000 fee for his name and image. “Anyway, 
he agreed to do it, making it possible for us to have Dr. J's agent ask Larry 
says 
Hawkins, “Of course you'd be lucky to do anything like that today for even 


Bird's agent, ‘Why don’t you do it and on the same terms [as Dr. J]?” 


10 umes that amount,” Hawkins laughs. The final game, programmed by 
Eric Hammond (now VP of product development at Sega), was called Dr. J 
and Larry Bird Go One-on-One 


The fallout: The title was a huge commercial and creative success, 
2 In droves of fans who had never before played a sports game, or 


ame. It launched EA's sports division (it wasn’t too long before Trip 
made a call to John Madden's people), and it was the first step toward 
more realistic sports simulations. It also established the need for all sports 
James to have hot licenses. Today, sports licensing 1s almost as ubiquitous 
as the option screen, EA Sports ts still number one overall in sports, and 
huge numbers of people who would never have been attracted to EA’s 
Little Pixel Men Go One-on-One are dedicated sports gameplayers 
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The moment: Nintendo realizes the difference between a console and a computer. 


The story: The rights to Tetris were carved up and sold off like a side of beef. Robert Stein of 
Andromeda originally bought the computer rights from creator Alexey Pajitnov, which he divided 
between Spectrum Holobyte and Mirrorsoft. Mirrorsoft then sold the American coin-op rights to Atari 
and the Japanese coin-op rights to Sega. In the meantime, Nintendo realized that owning the rights to 
computer versions didn’t preclude it from securing the rights for consoles. The company figured that 
Tetris would make an ideal killer app for the Game Boy. Nintendo quickly swung a separate deal. 

Atari, believing it had the right to make Tetris cartridges, made a wonderful NES version of the 
game, and was promptly sued. In court, Atari claimed that the NES was really a home computer since 
Nintendo had announced its intention to market a keyboard and disk drive for the system. Nintendo 
argued that the NES, like the Game Boy, was a console game machine. Nintendo won. Atari was forced 
to warehouse its superior version of the game. Some 263,000 Tengen (the brand Atari used for its 


cartridge games) Tetris cartridges were destroyed 


The fallout: The keyboard and disk drive never shipped for the NES (although the drive did ship in 
Japan). More importantly, however, no other single game has been more responsible for a system's 
success than Tetris has been for Game Boy. Still going strong after 10 years on the market, Game Boy 
is the most successful game platform in history and has crushed all competitors, superior and inferior 
In Japan, Game Boy today accounts for the greatest portion of Nintendo's profits. 
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The moment: U.S. Senator Joseph Lieberman calls for committee hearings on videogame violence. 


The story: There are actually three different versions that are told of the events that touched off the 
1993 Senate hearings on videogame violence. The story told by several Nintendo employees is that the 
hearings happened as a result of Nintendo executives giving a speech decrying the Sega version of 
Mortal Kombat to the League of Women Voters. The only thing that can be verified about this account is 
that indeed a speech was delivered late that year 

The next account, told by some of the “victims” of the hearings, is that Nintendo intentionally brought 
the Sega version of Mortal Kombat and the Sega CD game Night Trap to the attention of Senator 
Lieberman with the hope of stirring up trouble. According to Lieberman, this is not the case. He admits 
that Senator Slade Gordon (Republican, Washington) did arrange a meeting for him with Nintendo 
representatives before the hearings, but he claims that he already had strong feelings about the Sega 
games before then. It is interesting to note, however, that Nintendo provided the video clips of Night Trap 
and Mortal Kombat fatalities used in the hearings. 

Senator Lieberman’s version of the story is that he became aware of the violence through one of his 
aides. “Bill Andresen, my chief of staff, and | were talking,” Lieberman claims, “and he said to me, ‘You 
know, I'm having this argument with my son Chris (who then | think was nine), about this videogame 
called Mortal Kombat, which | hear is incredibly violent. And | don’t want him to buy it, but his friends 
have it, and he wants it.’ | said, ‘Let's get one of these things and look at it.’ | was startled. It was very 
violent and, as you know, rewarded violence.” 


The fallout: No matter which account you accept, Senator Lieberman did hold a full-blown Senate 

hearing on videogame violence, which eventually resulted in the industry adopting a rating system 
Ironically, the industry's gore quotient soon went off the scale. With a rating system in place, 

developers felt free to create even more graphically violent games, and the trend has continued 


to this day. 
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The moment: John Romero realizes that most of his fan mail is from the same person using different names. 


The story: The story is best told by the man who wrote those letters — Scott Miller of Apogee and 3D Realms: 
“Back in 1990, | was doing shareware games and doing well at it. But it was hard to run a company and make 
games, So | decided to recruit other authors whose games would be released through Apogee. | noticed that on 
Soft Disk, there were quite a few nice arcade games that would be perfect for the model. 

“| found out that John Romero was the author of one, Pyramids of Egypt. | also did stuff for Soft Disk, and | 
knew they were very strict and they wouldn't allow me to contact Romero, so | did a stealthy thing. | wrote him a 
bunch of fan letters, and he got those. Finally he figured out they came from the same person, and he wrote me 
a big letter calling me a psycho, but — he included his home address. | finally got him to call me, and | talked to 
him and Carmack, and they agreed to do Commander Keen. Five months later the game was released [using the 
Apogee model, where the first episode is given away, and people pay if they want additional levels]. It did really 
well, and they decided to start their own company called Ideas from the Deep, which later became Id 

“Soft Disk sued, arguing [correctly] that Keen was created on their computers. They wanted the Id guys to 
stay for two more years, and they were resigned to doing it, but | got a lawyer, and the result was they did six 
more games for Soft Disk. Even then, Wolfenstein almost didn’t happen because they still owed a game to Soft 
Disk. To give them time, Apogee actually developed that game, Scuba Venture. Then we had to promise them a 
lot of money, for the time, )00. A year later, of course, | was Cutting them checks for $100,000 a month.” 


The fallout: Not only did Id unleash Doom on the public, forever changing the direction of PC games, but 
Miller's “Apogee model” of shareware distribution helped the PC game industry grow much faster than it would 
have otherwise. The Apogee model has had a lasting effect: Few major PC games are published today without a 
robust demo being released prior to the ship date. With no approval structure to go through (as console games 
have to), PC demos act as a de facto approval process. If the demo sucks, no one buys the game. The final result 
is fewer disappointments for gamers, who can try before they buy — the original goal of shareware. 


The moment: Myst is released on the right format at the right time. 


The story: By 1990, brothers Rand and Robyn Miller had already published three kids’ titles on the Mac. The 
HyperCard-driven products featured plenty to explore and see, but they didn’t feature much in the way of 
plot or story. But the Rands wanted to do an ambitious project for an adult audience. Funded by Sunsoft 
(which, in‘one of the industry's greatest blunders, only contracted for the console rights), the pair took the 
better part of three years to deliver the game — a lengthy schedule, both then and now. The Millers named 
their game Myst. Released by Broderbund for Mac in 1993 and PC in 1994, it housed its hundreds of 
megabytes of rendered pictures on CD-ROM, a hot new storage format. At the time, CD-ROM drives, 
especially running under DOS, were creaky and unpredictable. A game that ran fine on one system would 
crash on another. Myst's simple game engine (HyperCard), still-picture format, and leisurely pace, on the 
other hand, could run on almost anything, and hugely lucrative OEM deals soon put a copy in the box of 
almost every CD-ROM drive sold in the world. Even nongamers could get the hang of pointing, clicking, and 
flipping little levers and switches. The game remains on the Top 10 list to this day. (Ironically, console versions 
bombed — it’s unclear if Sunsoft ever recouped its investment.) 


The fallout: Myst’s crimes are legion. The mystical mumbo-jumbo that accompanies the storyline 
convinced some that any vague game premise would fly. The arbitrary and illogical puzzles continued the 
de-evolution of the adventure genre, and the game spawned countless imitations, like Lighthouse and 
TimeLapse, which not only sucked, but also clouded the waters for good adventures like Last Express. The 
game's high production values suddenly meant that any game released had to approach or surpass the 
Myst graphics standard, and development costs shot up, effectively closing the door on garage operations. 

However, in the final analysis, the game may have done more good than harm. Without Myst, it is 
unlikely that today’s healthy PC game scene would exist. Myst sold a lot of CD-ROMs and multimedia PCs 
and its graphic splendor helped pave the way for the Super VGA graphics and 3D cards. The fact that it was 
the only game that reliably ran on DOS probably helped get the Windows gaming standard off the ground as 
well. Sure, Myst was a bad game, but it was also one that provided an important step in evolving the PC 
gaming world of today. 
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The moment: Al Miller, David Crane, Bob Whitehead, and Larry Kaplan decide they want recognition 
from Atari 


NEXT GENERATION November 


The story: Atari, for reasons Next Generation will charitably chalk up to discredited management 
ideas, offered its star programmers and designers working conditions that had more in common with 
New York sweatshops than Silicon Valley startups. Programmers were underpaid, their work was 
never publicly acknowledged, and they generally were treated like, well, dirt. By 1979, four Atari 2600 
programmers had had enough. “! put together a closed contract based on contracts | had read for 
writers and musicians,” recalls Alan Miller. “At some point Larry, Dave, and Bob became aware of 
what | was doing, [and] the four of us became a group.” Management balked at their demands, and 
the four walked out, reappearing as Activision, a company designed to produce software for the 
2600. Atari sued, Activision won, and the third-party software system was born. Within a year, 
Activision had passed Atari to become America’s fastest growing company. 


The fallout: Today a world without third parties is inconceivable (except, maybe, on N64). Although 
lockout chips and licensing schemes keep the consoles from being completely open systems, the 
presence of competing software publishers means that developers no longer get routinely screwed, 
gamers get a wider variety of titles, and everyone is (a bit) more honest. Incidentally, Atari apparently 
failed to learn its lesson: The company’s efforts to keep its home computers closed to third parties 
helped ensure the success of the (totally open) Apple 1! 


_ MORT D’ARTHUR 


The moment: Infocom releases Cornerstone. 


The story: Infocom was formed in June 1979, in Cambridge, Massachusetts, by a group of people who 
met at the M.1.T. artificial intelligence lab. The group’s first commercial product, the seminal adventure 
game Zork, which enabled keyboard input in plain English, became an unqualified success. In the wake of 
its overwhelming popularity, the company released nothing except games for the next five years, 
solidifying the adventure game genre with sequels to Zork and other classics like Planetfall, Trinity, Lurking 
Horror, and A Mind Forever Voyaging. 

Still, the lure of the lucrative business products market was strong, and in November 1984, the 
company announced Cornerstone, a relational database. Released in early 1985 for $495, the product 
tanked, and hard. “We hired a lot of people who were committed to Cornerstone’s success,” said game 
designer David Lebling (Zork, Lurking Horror) in 1990. “But if Cornerstone failed, they didn’t care if it took 
the rest of the company down too.” Which is exactly what happened. By September 1985, there were 
Cornerstone-driven layoffs, and in February 1986, the company had no choice but to merge with 
Activision 


for good in mid-1989. Companies fail all the time, but Infocom’s demise marked the end of an era, and may 
indeed have marked the effective end of a genre. The company’s focus on interactive technology, not 
graphics, meant that its games were the most interactive and immerse adventure games ever. Even to this 
day, 10 years later, no commercial product has approached the depth of interaction that existed in Arthur, 
the last Infocom game produced in Cambridge. Most subsequent commercial adventure games have 
focused more on graphics technology than on interaction. Pundits who are pondering the moribund 
adventure genre need look no further than the death of Infocom for a good cause. 


The fallout: After a management shake-up, Activision became Mediagenic, and Infocom was shut down 1 9 Q 5 
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Behind the scenes, Sega, 


Sony, Nintendo, and VM Labs ee 
are all plotting their strategies. . _ 

All four crave videogame ze { 
dominance. But who will win? 

Jim Whims has worked with ae 


Nintendo and Sony and is now 
an independent venture 
capitalist. Next Generation 
asked him for his ... 


Al $ all eyes turn to Dreamcast’s Japanese launch in 
November, it's not just gamers whose pulses are racing. 
The videogame business is worth billions of dollars, and in 
corporate boardrooms the world over, Sega’s next move is 
being watched attentively. With Dreamcast, PlayStation 2, and 
Project X all jostling for position (and with Nintendo waiting on 
the sidelines), the battle for next generation dominance is 
going to be even more fierce than the scrap between 
PlayStation and Saturn. And the stakes have never been higher. 
What's going on behind the scenes at these companies? 
What's keeping the executives at Sony awake at night? What 
scenarios does Sega fear the most? Jim Whims should know. 
AS a Co-founder of Worlds of Wonder, he helped Nintendo 
launch in the U.S. back in 1986. In 1994 he joined Sony 
Computer Entertainment to help launch PlayStation. Now he’s 
an independent venture capitalist — it's his job to look at 
markets and predict the winners and losers. Next 
Generation met with him for some inside information. 


Setting the scene 

NG: PlayStation is still coming on strong — it almost seems 
that there's no need for a next generation of more powerful 
consoles. How many years does the PlayStation have left? 
Jim: My guess is that ‘98 should be PlayStation’s peak year in 
terms of hardware. As a result ‘99 will be the biggest year for 
software. There's a chance that with the launch of Dreamcast, 
Sony will get aggressive on price and break the sub-$100 mark 
in ‘99, which may allow it to be a big year for hardware. It kind 
of depends how aggressive Sony gets in response to Sega. 
But most people | talk to in the industry think this year is it. 


NG: Rumors are rife in the U.K. that Sony will try to nail the 
coffin on Nintendo this holiday season by cutting PlayStation 
to £69 ($115), And if they're doing it in the UK. 

Jim: It’s very possible. When we were putting together the 
business plan for PlayStation at Sony, “$99 in ‘99" was always 
something that we wanted to keep as a possibility. 


NG: What lessons can Sega, VM Labs, and Nintendo learn 
from PlayStation’s success? 

Jim: Sony did a lot of smart things. First, they cultivated the 
development community. They made PlayStation easy to use 


focused that PlayStation was the 
ultimate game machine. 


NG: So PlayStation was just games. 
No Photo CDs, no multimedia, no 
education 

Jim: While building up to the launch 
of PlayStation, we had executives 
from one of the U.S’s big two 
educational companies sitting in our 
lobby. They were at Sony to try to get 
a license to ship some of their 
products on PlayStation. And | said to 
our people, “I don’t mean to be rude, 
but | want these education people 
removed from the building. Be as 
nice and as gentle as you can and 
apologize. But whoever made this 
appointment — don't ever do it 
again.” 

We couldn't afford to let that 
3D0 thing happen to PlayStation. We 
had to be positioned as the ultimate 
game machine, and nothing else 
could distract from that. The only chance we had to unseat 
both Sega and Nintendo was to capture the opinion leaders, 
the “heat seekers.” This is what Sony did with their advertising 
campaign. And it worked. 


Is Sony scared of Dreamcast? 
NG: OK, So you're saying that PlayStation won this time 
because all the hardcore gamers — the heat seekers — 
rallied around the system. Now let's talk about the next 
generation. As soon as Sega launches Dreamcast, PlayStation 
will no longer be the coolest console on the block. All the heat 
seekers will abandon PlayStation and move back to Sega. 
How long can Sony delay before winning them back with 
PlayStation 2? 
Jim: |'m sure that this is exactly the topic that takes up all the 
time at Sony's executive meetings in Japan. My guess is that 
Sony will wait and see how successful the launch of 
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and easy to develop for, and they gave developers the right [3 DO] tried to be all things to all people And 
economic incentive. So they got everyone in the world to = 


support them. Second, and this is key, Sony just flat-out usually when you do that you end up being nothing to 
ee eee everybody, and that’s exactly what happened to 3D0 


Look at what happened: Sega launched early with, for the 
most part, a parity product. There really wasn’t that much 
difference between PlayStation and Saturn. Sega had great 
relationships with the trade and consumers. They had great 
arcade titles. And yet, somehow they failed. You tell me, how 
could they fail like that, get completely obliterated? It 
happened because they got outmarketed. 


NG: Presumably, Sony had been following the fortunes of the 
videogame industry for a while. Did the 3D0 story teach Sony 
any valuable lessons? 

Jim: Oh yes. Before PlayStation launched, Sony did a lot of 
work on what happened at 3D0. It was pretty obvious that 
3DO was a game machine, sure. But it was also an educational 
machine, it was a Photo CD player, it was a multimedia 
machine. They tried to be all things to all people. And usually 
when you do that you end up being nothing to everybody, and 
that's exactly what happened to 3D0. And so one of the very 
first things Sony realized was that they had to be laser- 


Dreamcast is and then decide its response. Sega’s next move 
is what Sony's looking at. Certainly, they don’t have to worry 
about Nintendo at their back anytime soon. 


NG: So although there's obviously plenty of life left in the 
original PlayStation, the launch of Dreamcast may force Sony 
to release PlayStation 2 early to keep the heat seekers. But 
when will it happen? What's your gut feeling? 
Jim: The earliest would be the fall of '99. If | had to bet, I'd say 
it will be sometime in the year 2000. Unless Dreamcast is a big 
success, there'll be no reason in the world to launch 
PlayStation 2 before the end of the century. 

Sony's in no real rush. The longer they wait with 
PlayStation 2, the more time it gives their engineers to trump 
Dreamcast’s technology. 


NG: Does Sony hold most of the aces right now? 
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Jim: Sony has got so much 
momentum. If they don’t win the 
next generation, it'll be ... a 
tremendous defeat, a staggering 
blow. 


What happened 

to Nintendo? 

NG: How is Nintendo faring in the 
battle between PlayStation and 
Nintendo 64? 

Jim: Nintendo has never recovered. 
First, they were a year late to the 
marketplace. Second, the games just 
weren't enough to compel the 
consumer to join in. Software has 
always been the key — in this 
business software sells hardware. 
Nintendo, of all companies, should 
know that. 


NG: How did Nintendo stray so far 
off course? 

Jim: | think they underestimated 
Sony. | hate to say this, but maybe they were a little 
overconfident when they made the shift from 8-bit to 16-bit. 
They let Sega walk in through the front door, and it then took 
them three to four years to catch up. I'm a little surprised that 
Nintendo didn’t learn from these mistakes. 

It must be very embarrassing for them to have given up 
their market leadership overnight. And it’s got to be especially 
scary for them to have given it up to Sony. Because Sony's not 
going away. 


NG: Do you think that deep in their hearts the people at 


Jim: It's easy to sit here and second-guess people, sure. But 
yeah, in retrospect, CDs would have served them a lot better 
in the long run. 

But this wasn’t the only mistake Nintendo made. Back at 
Sony | always said that as long as Nintendo leads with Mario 
we'll be fine ... 


NG: That's a bold statement. Were you serious? 

Jim: Yeah. Mario has been hailed as the “greatest 
videogame of all time,” and | don’t disagree with that, but its 
appeal is too young. 

Before launching PlayStation, Sony really did its 
homework. It studied the existing market and learned that 
Nintendo had a great reputation for producing games of 
outstanding quality, but that these games were very junior in 
orientation. Their marketing was all cute and campy. As a 
result, it wasn’t really cool to be associated with the 
Nintendo brand. 

Sony discovered that the market for the next generation 
of consoles was going to be a lot older and more 
sophisticated than the 16-bit market. An older audience would 
decide which systems thrived and which systems would fail. 
This meant that Nintendo's traditional strengths — the Mario 
games, the Zelda games — became weaknesses. 


i: Why? 

: Little brothers always want what their big brothers have. 
So the worst thing you can do is target your advertising at the 
junior sector. Kids always want to reach up. 

So when | looked at Nintendo’s TV commercials early 
on, | sighed with relief and said, “We're safe.” | knew 
PlayStation would be OK because Nintendo had stuck with 
Mario and given us the high ground, which is exactly where 
we wanted to be. 

You only get one chance to make a first impression and 
Nintendo blew it. They've now been positioned as “the system 
for your little brother." That is the absolute kiss of death, and 
yet that is what they became. 


NG: So what could Nintendo have done differently? 

Jim: | think it would have been interesting had Nintendo taken 
a different tack and not launched with Mario but had taken 
their key design teams and launched with world-class sports 
products or world-class fighting products. 


http://www.ign.com 


rs 
o 


Sony has got so much momentum. If they don’t 
win the next generation, it’ll be ... a tremendous 
defeat, a staggering blow 


Nintendo acknowledge that the fight with PlayStation has 
been lost? 

Jim: The people | speak to, who are very close to this industry, 
{say that Nintendo] can live with their current market share. 
They may not be number one, but they’re still a very profitable 
entity, and they're happy with that. 


NG: They may claim to be happy. But do you believe them? 
Jim: | don’t think they have a choice. 

They made some very big mistakes. First, they chose the 
wrong medium. If you look at the history of any industry, once 
there’s been a change of medium, people just don’t go 
backward. Over the years Nintendo's been so successful 
financially with cartridges that | can understand how hard it 
must be for them to give them up. But | don’t believe that 
business model works well today. 


NG: OK, but on the other hand, a lot of money has been 
wasted trying to push a new format when there was nothing 
wrong with the old one. Sony's experienced this with MiniDisc. 

So was CD always the only real choice? Or is Nintendo's 
fatal mistake only clear with the benefit of hindsight? 


NG: At the time, dropping Mario would have been extremely 
controversial 

Jim: People would have thought | was out of my mind, sure. 
| mean, if you're Nintendo and you're launching a new 
system, how do you not lead with the “best videogame of all 
time” and the single most successful product line in the 
history of the industry? Jeez, if | was at Nintendo four or five 
years ago and they asked me what games they should lead 
with and I'd said | wanted to lead with John Madden or Ken 
Griffey and not Mario, \'m sure they’d have had me removed 
from the building. 


NG: Just like you asked the education people to leave 
PlayStation headquarters 

Jim: Absolutely. It was Nintendo's own corporate culture that 
made them vulnerable. 

It's tough for them. They've got to abandon the crown 
jewels, the signature products that led them to the promised 
land. They've got to tell themselves that these can’t be their 
lead products anymore. We're talking about huge changes. 


NG: Super NES was a late bloomer. GameBoy has proven 
itself to be a perennial. Can Nintendo 64 still flower? 

Jim: No. It’s over. They just can’t. It'll help that EA’s finally 
signed an agreement to work with them, but it’s too little, 
too late. 


NG: What's going on behind the scenes at Nintendo right 
now? When will Nintendo ditch Nintendo 64 and launch new 
hardware? 

Jim: Nintendo is a company that is sitting on close to $5 
billion in cash with no debt. To the best of my knowledge, they 
are still extremely profitable. As a result, they don’t need to act 
hastily. They have a strong management team that [can] look 
long-term when making critical decisions. My guess is they 
see PlayStation as their true competition today and won't 
afford Sony the luxury of a one-year lead time to market the 
next time around. My best guess is expect a new hardware 
launch from Nintendo in late 2000 or early 2001. 


Sega's last shot 
NG: What's going on behind the scenes at Sega right now? 
Jim: The only time they've been truly successful is with the 


16-bit Genesis. They launched a year in advance of Nintendo's 
Super NES, they had better technology, they had killer 
applications, and they hit the right price. So they know what 
they're up against and what they've got to do. 

Of course, after Genesis came Sega CD, 32x, and Saturn. 
In most businesses it’s three strikes and you're out, but Sega’s 
still hanging in there. They're trying to partner up with people 
like Microsoft, which | think they're going to need. 


NG: With Sega CD, 32x, and Saturn all disastrous failures, has 
the Sega brand still got any value in the U.S.? Is anyone going 
to give them a chance? 

Jim: They've disenfranchised the consumers and the trade, 
sure. But the trade [doesn’t want] to have Sony with 65% or 
75% market share, so the trade will give Sega every 


Nintendo blew it. They’ve now been positioned 
as “the system for your little brother.” That is 


the absolute kiss of death 


Opportunity to succeed. The big question is, will the third 
parties give Sega an opportunity to succeed? will they give 
Sega the best they've got? And, ultimately, will the 
management of Sega be strong enough to win back the 
gamers? Because they've clearly lost them. 


NG: What would be on a shortlist of things that Sega has to 
achieve with the launch of Dreamcast if it's to stand a chance 
of competing with Sony? 

Jim: They've got to re-engage with the heat seekers. It’s 
critical that they get the opinion leaders at the consumer level 
back in their court. 

If | were at Sega, | would work hard to position this 
product as more than just another videogame machine with 
improved graphics — try and offer meaningful online play, for 
example. It’s mandatory that they have the full support of the 
third-party community. Lastly, they'd better be willing to invest 
a lot to build an installed base prior to Sony and Nintendo's 
entrance into the marketplace. Remember, there's only room 
for two players in this business. 
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The Project X wild card 
NG: What about Project X from VM Labs? 
Jim: | don’t know enough about it to comment on it. 


NG: Does this in itself speak volumes? 

Jim: Well, yeah. If you're thinking about Project X, then you're 
dreaming. To get into this marketplace, now that Sony is so 
entrenched, and with Nintendo with $5 billion in cash and no 


If | were Nintendo, Sony, or Sega, | would make 
sure that I had an online strategy that made sense. 
Because that’s what could shake it all up 


debt, and with Sega partnering with Microsoft and NEC and 
others — you're looking at incredibly tough competition. 
We've always known that there is only room for one or two 
systems to succeed because you cannot compete with just 
10% or 15% market share — the economic model just doesn't 
work this way. Ask Sega. All VM Labs has done is buy 
themselves a two-year hall pass. 


NG: You don’t think that this Trojan horse idea of sneaking a 
game machine into living rooms inside DVD players can work? 
Jim: If you tell me that they're going to spend the same £100 
million advertising on TV that Sega, Nintendo, and Sony will 
spend, then maybe they've got a chance. But | don’t see 
anyone saying that. 


The barriers to entry were always high in the hardware 
business, but they have quadrupled since Sony got in. If you 
were a Strategic planner at one of these think tanks, you 
would look at the videogame market and go, “Damn, we're 
just a little bit too late. We're one iteration of hardware too late 
to get in.” It's going to be incredibly expensive and incredibly 
risky to be in this business from this point on. And how 
successful can you be? Are you going to knock Sony out 
completely? No chance. Are you going to knock Nintendo out? 
Of course not. And then you still have to deal with Sega. 

All | do all day is invest money. And believe me, this is the 
last place I'd put my money right now. 


What if no one turns up? 

NG: OK, so that’s covered all of the contenders. But all this 
talk of who will win the next generation console market 
assumes that there will be one. As more people buy PCs 
because of falling prices and the lure of the Internet, and as 
PC games get better and better, isn't the demand for a next 
generation console dwindling away? 

Jim: Sure, the true gamers — the heat seekers — know that if 
they really want a great gaming experience, the PC is the 
place to be. But fundamentally, PCs and consoles are used in 
very disparate ways. There's a whole social element that’s not 
being taken into account here. There's the obvious answer. 
[Owning a console] costs a fraction of what it costs to own a 
PC, although that’s changing. But if you look at the sociology 
of it, most people want to play their console product in a 
family room in a multiplayer environment. Most people who 
play their PCs sit in a small office by themselves. 


NG: But if the heat seekers led the mainstream to PlayStation, 
won't they lead the mainstream to PC gaming now? 

Jim: My guess is that there’s a tremendous amount of dual 
usage. The true heat seekers will have both systems in the 
house. And they'll play killer app games on each system. 

Besides, | think that [a lot of people] either can’t afford a 
high-end gaming system or don’t understand — and maybe 
don’t want to understand — the technology behind it. | think 
that the two can still peacefully coexist. 

The next generation machines are going to answer some 
of these questions for themselves. They're going to be 
fabulous game machines, and if Dreamcast does launch at 
$199, then you know that there’s going to be a great piece of 
technology in that box for that price. Also, in terms of holding 
Off the PC, online strategy is going to be key. Sure, it’s all taking 
longer than anticipated to make a big impact. But if | were 
Nintendo, Sony, or Sega, ! would make sure that | had an 
online strategy that made sense. Because that’s what could 
shake it all up. That's the real wild card. 


Shuffling the deck 
NG: So why is there so much uncertainty? Why has no 
console manufacturer managed to maintain market 
dominance from one generation of hardware to the next? 
Jim: Great question [laughs]. Every time there’s a new 
iteration of hardware technology, it gives you a chance to 
shuffle the deck. Historically, the easy answer is that Nintendo 
blew it in the 16-bit business because they were late, and then 
they blew it again in the 32/64 business because they were a 
year late again. 

Boy, | don’t have a reason. But | think that the company 
that has the best chance of pulling this off is Sony. No one’s 
been this big or this strong before. 


NG: We've talked about marketing muscle, technology, and 
timing. But, ultimately, isn’t it still just all about the best games 
and where to play them? 

Jim: It's gone beyond that. The actual games are about 60% 
of the mix. If you had to point to any one thing, then yeah, 
software is the key. But it’s really not that simple. Sega 
launched with great software, and Nintendo launched with 
what's been universally hailed as the best videogame 
of all time, but look at them now. 


Sometimes the second time around is the charm; 
other times, you should quit after a good run 


FINALS 


on A 
We are the authority 


ext Generation’s 

reviews have 
gotten bigger and 
better, and leaner and 
meaner at the same 
time. How’s the new 
format working for 
everyone? Love it? Hate 
it? Need something 
more? Let us know. 


Revolutionary 
Brilliantly conceived 
and flawlessly 
executed; a new high 
watermark. 


tok 

Excellent 

A high-quality and 
inventive new game. 
Either a step forward 
for an existing genre or 
a successful attempt at 
creating a new one. 


took 

Good 

Asolid and competitive 
example of an 
established game style. 


ak 

Average 

Perhaps competent — 
certainly uninspired. 


* 

Bad 

Crucially flawed in 
design 

or application. 


Denotes a review of a 
Japanese product. 


Turok 2: Seeds of Evil Nintendo 64 
The sequel comes up a winner 


Spyro PlayStation 
Too cute for his own good? 


Rainbow 6 PC 
Or: Shoot the eco-terrorists 


NFL Blitz PlayStation 
Stomp the competition 


NFL GameDay ’99 PlayStation 


The best gets better 


Madden ’99 PlayStation 
The fat lady is singing ... 


Warlords III PC 
Does battle strategy get more intense? 
Gamer’s Guide Multi 
More than 600 games rated 
GT 64 Nintendo 64 154 
Virtual Chess 64 Nintendo 64 154 
Batman and Robin PlayStation 154 
Devil Dice PlayStation 156 
Heart of Darkness PlayStation 156 
Megaman Legends PlayStation 156 
Team Losi RC Racer PlayStation 158 
Trap Gunner PlayStation 158 
WWF Warzone PlayStation 158 
M.A.X. 2 PC 160 
Nam PC 160 
Redline Racer PC 160 
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Iguana and Acclaim follow up their smash N64 hit 
with a much-improved sequel 


TUROK 2: SEEDS OF EVIL 


Platform: Nintendo 64 
Publisher: Acclaim 
Developer: Iguana 


nthe story of Acclaim’s fall 
fe and rise, it's fair to say that 
one title marked the beginning of a 
new, more positive chapter (with 
the buying public, if not all critics). 
Developed by Iguana, last year’s 
Turok: Dinosaur Hunter hammered 
home the message that things 
really were changing within the 
beleaguered company. 

It also proved to the world that 
Nintendo was not the sole master 
of the sparkling-new 64-bit 
technology. The deserved wave of 
adulation that surrounded Rare’s 
Goldeneye almost drowned out all 
of Turok’s achievements, but in 
truth, the two games were very 
different. Where Bond brought tight 
structure to the first-person genre, 


jad te Y 
Adding immense weight to the atmosphere (and surprisingly for a 
cart-based game), Turok 2 includes a fair number of voice samples 


With an entirely new and improved 3D engine, Turok 2 Is free of the 
claustrophobic fog plane that hampered the original 


lguana's title was all about detailed 
and atmospheric environments — 
and a pretty over-the-top arsenal. 

Picking up where Turok: 
Dinosaur Hunter ended, the sequel 
builds on the accomplishments of 
the first game. The plot features a 
new foe, the Primagen. Assisted by 
his new (female) sidekick, Adon, the 
heavily armed hunter must battle 
through six levels, finally battling the 
Primagen in its base. Iguana seems 
to have no desire to re-create the 
jungle world of the original game, 
instead creating a series of notably 
varied locations. 

The most striking thing about 
Turok 2 is the vast improvement 
made to the game's 3D engine. After 
wading through the dense fog of the 
original, the open layout of Turok 2's 
first level is a nice surprise. AS 
before, Turok’s all about atmosphere 
— the feeling that there are unseen 
events occurring in a larger world. 
Later levels confirm that its six 
stages contain far more variety of 


both visual style and types of 
enemies than comparable PC titles, 
which have relatively limitless 
storage facility. From somber 
swamps to neon-lit alien bases, the 
artistic range is remarkable. 
However, the ambitious nature of 
certain areas leads to inevitable 
slow-down, particularly when more 
than one attacker is on screen. 
Aside from getting the 
commitment from its team to 
create a significantly expanded 
sequel, Iguana has been able to 
create the varied set of locales 
through two key additions. First off, 
Turok 2 has become the first game 
to utilize a 32MB cartridge (the 
original occupied only 8MB). The 
game is also able to run at a crisp 
480x360 resolution for players lucky 
enough to find an N64 RAM pack. 
New levels include a number of 
sub-missions, with the player having 
to save various captured humans 
(including some sickeningly cute 
children — and no, they can’t be 


shot). Other tasks players have to 
accomplish include obtaining 
satchel charges and using them to 
destroy ammo dumps, or riding a 
heavily armed dinosaur. 

Significant advances have been 
made in enemy Al, a feature that 
Goldeneye was lauded for; yet, 
stacked against Iguana’s reptilian 
and insectoid foes, Goldeneye now 
seems simple. While basic enemies 
will dodge and flee when attacked, 
others can hide behind objects. In 
one near-comic case, a creature 
crouches behind a box, only 
popping up to throw explosives 
toward the player. Trying to round 
its flank merely results in the 
creature circling back around to the 
other side, leaving no option but to 
try and pick it off when it breaks 
cover — much as you might against 
a human foe. 

Inevitably, certain aspects of 
Goldeneye have been absorbed by 
Iguana, with Turok’s revamped 
armory boasting two sniper 
weapons. Coupled with the new 3D 
engine, this brings a different pace 
to the game, with the player able to 
pick off distant targets with either 
the Tek arrows from the original 
game or the new Pulse rifle. 
However, where Bond became fixed 
to the spot in sniper mode, Turok 


Many of the needlessly tricky platform elements of the original have 
been downplayed or eliminated while the first-person experience has 
been strengthened. Seeds of Evil is truly wonderful 


retains total freedom of movement 
— aside from being temporarily 
unable to jump. Other weapons 
retain the cinematic blockbuster 
quality of the original, with a new 
high mark in questionable violence 
set by the “Cerebral Bore,” which 
fires a drill-like dart into enemies’ 
skulls, resulting in showers of red 
and gray matter pluming from their 
heads. In addition, it's now possible 
to dismember foes, either through 
judicious aiming of heavy weapons 
or by utilizing a knife-edged 


Although there still aren't quite enough creatures around, the ones that 
are there show devious Al — quality has definitely overcome quantity 


boomerang. Also of note is the 
flamethrower, which has easily the 
best graphic realization of flames 
yet seen in a videogame. 

Turok 2's multiplayer modes do 
not disappoint either, with a dozen 
multiplayer levels to choose from 
and four players supported. Those 
Goldeneye critics who thought the 
inability to drop from ledges 
detracted from the game will be 
pleased to note that Seeds of Evil 
has no such restrictions. 

Although clearly a significant 
advance over its predecessor, this 
sequel isn’t without faults. As with 
most games in the first-person 
genre, extended stints of the one- 
player game can grow repetitive. 
Also, the later stages of the game 
are very tough, a result of the 
aggressive enemy Al and fiendish 
level design. The moments of “calm 
before the storm,” which are found 
in earlier sections of the game, are 
missing from later stages, which 


reduces the impact of major events. 


Overall, Turok 2 is a real blast. 
The technical, Al, and design 
advances over the original make it 
an absolute must-have. 

Rating: 
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The game features a lot of visual variety — this is arguably the best- 
looking game ever released for the system 
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Though at times too cute for its own good, this game 
definitely reaches PlayStation’s technical pinnacle 


SPYRO 


T here's no doubt that Spyro is 
one of the most technically 
advanced games on PlayStation. In 

fact, if anything, Insomniac has 
finally answered the question: 
Could Mario 64 have been done on 
PlayStation? The answer, “yes.” 

Spyro, the last of the dragons 
not frozen into crystal statues by 
Gnasty Gnort, is also the youngest 
of the dragons and pretty much the 
cutest character to hit PlayStation 
yet. He takes on the quest of 
rescuing the other dragons in 
several beautifully rendered, free- 
roaming 3D worlds. The game 
mechanics are pretty standard 3D 
platform fare: You can make Spyro 
run, jump, glide, breathe fire, and do 
a dashing charge, and the control is 
very tight. Especially with an analog 
controller, moving Spyro around 
soon becomes second nature. 

The main problem with Spyro is 
that despite the many different 
enemies, all with very colorful 
personalities and specific 
weaknesses to figure out, there is 
very little in the way of what might 
be considered puzzle solving. Levels 
consist primarily of picking up gems 
and finding where the dragons are 
hidden. While this entertains for a 
while, protracted gameplay 
becomes mildly tedious and 


| 


The levels in Spyro are beautifully modeled and present a fully 
realized fantasy world 


repetitive. The only real puzzles to 
be found consist of figuring out 
which cliffs to jump off of to get to a 
specific ledge, so once you know 
what to look for, it's not that tough. 

However, it’s pretty clear this 
game was intended for younger 
audiences. Everything in Spyro’s 
world is bright, colorful, and 
responsive. If Spyro shoots a jet of 
flame at a tent, for example, it will 
burn up and show the soldier 
cowering inside. Enemies will chat 
with each other until Spyro comes 
into range, and even signposts can 
be knocked around, causing gems 
to fall to the ground. This kind of 
environmental interactivity is 
everywhere and actually surpasses 
all other efforts to date. It turns the 
game into an “interactive toy” of 
sorts, and no doubt players will 
want to run around and see what 
Spyro can do in each land. 

Sound in the game is mixed. All 
of the dragons have distinctive 
voices, and they give Spyro clues 
when rescued. Spyro’s voice, 
however, is perhaps one of the 
greatest blemishes in the game and 
does little more than pull the player 
right out of the action. The music is 
also a questionable mix of different 
styles, which serves to distract the 


player from the game instead of 
enhancing the experience. 

Overall, Spyro is a solid 3D 
platformer that won't disappoint but 
won't exactly challenge. However, 
given that it's aimed squarely at a 
younger audience, it's tough to fault 
Insomniac for creating a game 
that's approachable — especially 
one that’s such a technical 
showcase for the system. 

Rating: k*** 
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Despite the large areas, there 
isn’t a trace of slow-down 
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It doesn’t look that great and has a few problems, 
but somehow, it’s fun as hell 


RAINBOW SIX 


Platform: PC 
Publisher: Red Storm 


Developer: Red Storm 


rage 


Terrorists, apparently unaware of your presence, continue to ponder the mysteries of life. The graphics 
engine doesn’t display much draw-in, but also doesn’t feature much detail or variety 


Wg t's alittle ironic that Red 
Storm Entertainment is one of 
the first companies to release a 
licensed game around the same 
time as the product it’s licensed 
from. It seems equally absurd that a 
Tom Clancy hardback makes better 
game fodder than, say, 
Independence Day. But that is 
definitely the case. Rainbow Six is, 
for all its faults, thrilling stuff. 
Technically, the game is a bit 
disappointing. Once installed, 
you'll find it populated with bland 
figures and insipid textures. Sound 
effects are jarring and repetitive, 
and the graphics engine seems 
incredibly dated by current 
standards (Unreal being the current 


Outside the embassy, you find yourself dealing with panicked civilians, 
but terrorists lurk inside those gates 


State of the art). And it is fair to 
compare it with current PC action 
games because strategic 
pretensions aside, this is a first- 
person shooter. 

The game uses multiple 
scenarios to advance the plot, but 
the basic theme is borrowed from 
the novel. You control the actions of 
a team of elite commando counter- 
terrorism agents, very much in the 
mold of the British SAS. Much of the 
game involves planning missions 
and then actively storming various 
locales, from ships at sea to Spanish 
haciendas. What they all have in 
common is that they're filled with 
bad guys and civilians. Some need 
saving and some need killing. 

The mission planning can be fun 
but requires somewhat convoluted 
mapping. The real meat of the game 
is the first-person exploration and 
execution. You can choose to either 
watch a group of preprogrammed 
soldiers carry out your plan, or 
physically control one of them, using 
your Quake skills to your best 
advantage. Running around in a 
Quake-style frenzy will, however, 
end in death. Stealth is paramount 
since a single shot can kill you, and 
death is swift and usually 
unexpected. 

Still, for all its allusions to 
realism, Rainbow Six is no more 
lifelike than Quake. For example, 
characters can't look around 


corners. Instead, their whole body 
has to peek around, leaving them 
open to anyone with a gun who 
might be around a sharp bend. Also, 
your group of crack-commandos 
doesn't seem to understand the 
concept of backing up, and will 
block your path if you have to turn 
suddenly in a narrow corridor. 

Weapons do add realism, 
however. You can select a small 
arsenal for each team member at 
the start of each mission, and the 
choices include grenades, flash- 
bangs, and a huge assortment of 
real-life guns. These can all be 
employed strategically, and rolling a 
grenade into a room full of unwary 
scumbags is a rewarding 
experience. Flash-bangs should be 
used with caution, however, since 
they're just as likely to blind you. 

In multiplayer, things get even 
more scrappy. The presentation is 
beyond primitive. When a mission is 
complete, the screen simply blanks 
out, to be replaced with a tally of 
scores rather than a clear statement 
of victory. It would be nice to be able 
to identify the player you just saved 
or the player that just killed you, but 
that simply isn’t an option. 

In the end, Rainbow Six takes 
small steps into new territory, 
succeeding admirably. A brave 
attempt at something new and an 
overall fun experience. 

Rating: xx** 
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Good news for fans of this arcade smash: 


NFL BLITZ 


The PlayStation version is actually good 


Platform: PlayStation 
Publisher: Midway 
Developer: Midway 


BARK SPLIT CRISS CROSS 


http://www.ign.com 


B 
a 


fter the dismal pile of garbage 

that was the PlayStation 
conversion of San Francisco Rush, 
we had little hope for the port of 
Blitz, which was originally written 
for the same Obsidian-based 
arcade hardware. Imagine our 
surprise when we got Blitz in the 
office — despite some loss of 
graphic quality, it was an almost 
perfect conversion. 

Blitz is, at its heart, a no- 
penalties game of football. The 
normal game structure is relatively 
the same as real football, with four 
downs and lots of touchdowns and 
free points. Where the game 
deviates from the actual sport is in 
its high-action content and sheer 
amount of violence. Much like NBA 
Jam before it, Blitz takes a 
complicated sport, simplifies the 
controls so that anyone can play, 
and then ups the intensity so that 
every game is just a pure rush of 
excitement and violence. 

To add to the atmosphere, the 
game has an announcer who 
excitedly yells and screams, 
spewing comments about the 


Since the receivers usually are setting themselves up for a world of 
hurt when they go for the ball, sometimes it’s better just to run for it 


onscreen action, as well as a hefty 
amount of trash talking from the 
players themselves. The audio isn’t 
all voices, though. Crank out some 
of the more spectacular tackles 
with a subwoofer on and you're 
sure to keep the neighbors awake 
at night. The graphics are solid and 
represent the arcade well, although 
the loss of resolution does hurt a 
little bit. 

Where the home version differs 
from the arcade game is in its 
added options. Now there is a 
season mode, which makes single- 
player a little more bearable, as you 
can play through to the Super Bowl 
instead of just playing random 
teams like in the arcade version. 
Also, there is a tournament mode 
that allows up to eight players 


NFL Blitz is all about abuse, so don’t hesitate to pound your opponent a couple of times after he’s been laid out | 


compete in ladder-style elimination, 
which can be stored on a memory 
card. This is perfect for determining 
the office champion without 
everybody being in the same place 
at the same time. 

The PlayStation version of Blitz 
boasts several “movies” that can be 
unlocked by defeating certain 
modes in the game. Typical of 
Midway, however, they aren’t really 
exceptional and only minimally add 
to the package. The game supports 
the analog stick on the Dual Shock 
to great effect, but strangely 
enough, the rumble feature has 
been very underutilized, and most 
of the time you won't even know 
that it's turned on. There are also 
some slight load times that players 
will have to deal with, but they 
really are minimal (just compare 
this to NFL Xtreme) and should only 
bug the most impatient of gamers. 

The only real knock we have on 
Blitz is that, like the arcade version, 
the lack of play variety can get stale 
after a while, especially in single- 
player mode. Despite that one 
problem, Blitz offers the most 
intense game of football you're 
likely to find at home and makes a 
worthy purchase. 

Rating: x*«*«* 
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His movements are so realist 


A new breed of real-time strategy gaming. 27,000 square 
miles of 3D alien landscape. A true day/night cycle. 
27 species in total, head-ramming 3D. Single and multiplayer 
games—but whichever you choose, you’re always an alien. 
And humans are just something else for your trophy case. 


Dominant Species. Who rules your world? 


INTERNET GAMING www.redstorm.com 


PLAY IT ON ZONE.COM 


- ; i , : Bs TRAE oo. aged ag ae 
L¥¥*; Internet Gaming Zone is either a registered trademark or a trademark of Microsoft Corporation in the United States and/or other countries. ©1998 Red Storm En! 
ee 3 , i ‘ . y cA Wea rx r ERY ot <A, 
i 7 ‘xoe | i SA oy 3 
y) Rhy “a * ‘ r Fe {7 j 
+ A Tae ¥ a ‘ ™ ivy. ae -.. \ + 


NEXT GENERATION November 1998 


http://www.ign.com 


& 


The Sony dynasty continues as GameDay trounces all 
comers and remains the PlayStation football champ 


NFL GAMEDAY *9S 


Platform: 
Publisher: 
Developer: 


PlayStation 
989 Sports 
Red Zone Ent. 


ver since the first GameDay 
E | scared EA Sports’ Madden 
game off the store shelves for a 
year, Sony’s masterpiece has 
repeatedly proven its dominance 
over the competition both in 
technology and gameplay. The 
adaptation of polygonal graphics 
for GameDay '98 made a great 
game even better. Had 989 Sports 
(formerly Known as Sony 
Interactive Studios) merely 
released an updated rehash of last 
year's game, it still would have 
been the best PlayStation football 
game available. Instead, the 
development team re-examined 
every facet of the game and 
improved upon it. The result? A 
revelation. 

The most noticeable 
improvement in NFL GameDay ‘99 
is the graphics. Basically, each 
player model consists of more than 
300 polygons or about double the 
amount per player in last year’s 
game. The amazing part is that 
despite the demands of pushing 
twice as many polygons, the game 
still moves with a speed and 
fluidity that shames its rivals. A 
new default camera view setting 
called “GameDay Cam” has been 


GameDay’s graphics are in a league of their own. Each player in the 
game boasts 300-plus polygons — almost twice as many as last year 


Let it be said once and for all 
that GameDay ‘99 is the best 
football game available 


added to allow the player to enjoy 
the graphical detail by seamlessly 
Zooming in or out as the action 
indicates. 

More player animations have 
also been included to give the 
game a more lifelike atmosphere. A 
number of these animations are 
the requisite big play/touchdown 
celebrations, but one in particular 
surprised and impressed us: At one 
point, a running back grabbed his 
leg and continued limping forward 
after he had blown his hamstring 
on a play. 

There was always one area 
that Madden seemed to have an 
advantage in over GameDay: 
presentation. But GameDay clearly 
surpasses its competitor for 1999. 
The game commentary provided 
by Dick Enberg and Phil Simms is 
the closest thing to an actual TV 
broadcast yet exhibited in a 
videogame, and the dynamic 
camera angles and cut scenes only 
reinforce the televisionlike 


experience. It would have been 
very easy for these “filler” 
elements to become annoying, but 
989 managed to balance their 
length and frequency perfectly to 
prevent any detraction from 
gameplay. 

As for gameplay, what's there 
to say? It was just about perfect 
last year, and this year’s installment 
still has Total Control Passing. 
There are also more plays and 
realistic touches to make the game 
incrementally more enjoyable. Plus, 
the Al has been tuned and is now 
even greater than before. There is 
really no room for criticism of NFL 
GameDay ’99 — it provides 
everything a gamer could possibly 
want from a console football title. 
Rating: 
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The series that once defined a genre continues its 
long, depressing slide into oblivion 


MADDEN NFL 99 


nthe glory days of 16-bit 
gaming, Madden was the be- 


Platform: PlayStation 
Publisher: EA Sports 
Developer: Tiburon Ent. 
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all and end-all of football 
videogames. But the 32-bit era 
hasn't been so kind to the 
venerable series, with its Sony rival 
GameDay consistently besting it in 
terms of graphics and gameplay. 
Last year, GameDay actually 
outsold, for the first time, what 
should have been a firmly 
entrenched Madden franchise. EA 
Sports’ response was to develop 
polygonal graphics (GameDay had 
them last year) and to make the 
gameplay more “accessible.” 
Going to a polygonal engine 
was basically a necessity for EA 
considering the success that 
GameDay had with it. However, this 
year’s Madden graphics fare 
miserably compared to last year’s 
GameDay graphics (let alone this 
year's). Of course, as expected for 
an EA game, the motion captured 
animation is excellent, and we'd 
venture to say that when it comes 
down to minute details, Madden's 
graphics are a tad more accurate 
and realistic than GameDay’s. Watch 
a wrap tackle in slow motion on 
both games and the difference is 
evident. Trouble is, as great as these 
player animations are, there was 
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Still screenshots can’t do the game justice in conveying how appallingly 
awful the overall experience really is 


an argument for going back to sprites 


| The players are polygons this year, but the overuse of motion capture Is 


apparently no concern about the 
effect that this myriad of motion 
captures would have on actual 
gameplay. 

AS good as Madden 99 looks in 
screenshots, the experience of 
playing and controlling the game is 
thoroughly disappointing. Football is 
a game that relies on instantaneous 
reactions and on-the-fly 
adjustments, but in Madden 99, the 
player is constantly confronted with 
motion captured sequences that 
must finish before the next 
command input can be executed. 
Compared to NFL GameDay ‘99, the 
action in Madden seems mired in 
molasses, and the player never 
feels directly connected to the 
game or even particularly in control. 

Madden 99 is flawed in just 
about every other gameplay aspect 
as well. The detached control is the 
big complaint, but a limited 
selection of formations and plays 
won't ingratiate the title to hardcore 
sports gamers. The addition of a 
new one-button interface mode is 
meant to broaden the game's 
appeal to novice gamers, but it 
seems as if EA is surrendering the 
traditional core football market to 


the more accomplished and in- 
depth GameDay series. 

It can be argued that this year’s 
Madden was better than last year's, 
but the fact remains that compared 
to its main competitor, the gaming 
experience has become more 
mediocre. The gap that had existed 
between the GameDay series and 
the Madden series can now only be 
described as Grand Canyon size. 
Rating: ** 


Lo, how the mighty have fallen 
— and fallen, and fallen ... 
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Some series just keep getting better and better 
— this is one of them 


WARLORDS III: DARKLORDS RISING 


he epic fantasy landscape of 
Warlords has grown. 
Building on last year’s award- 
winning Warlords Ill: Reign of 
Heroes, Red Orb and the Strategic 
Studies Group have expanded the 
strife-torn feudal world to give us 
Warlords Ill: Darklords Rising. 

A turn-based game of 
strategy and conquest, Darklords 
is more than an add-on but less 
than a sequel. All the old battles 
and scenarios from Heroes are 
present in Darklords, but the 
game is also packed with new 
goodies. There are four fresh 
campaigns, 15 new stand-alone 
scenarios, twice as many spells, 
31 additional army units, nine new 
multiplayer games, five spanking 
new heroes, and a game editor to 
create your own maps, 
campaigns, and scenarios. 

The game editor is the most Less than a sequel, much more 
exciting addition. It’s powerful and than a simple upgrade, 
fairly easy to use. You can fashion Marorae ii sieveryuing 

strategy wargamer needs 
your own maps with new tile sets, 
link scenarios, dream up a 


Platform: PC 
Publisher: Red Orb 
Developer: SSG 


storyline for campaigns, and drop already, that’s no big deal. It’s You'll learn to back your heroes 

in your favorite artifacts. You can easily one of the best, most full- with strong armies because once 

do just about everything except featured editors on the market. your hero dies, defeat is inevitable. 

customize your fighting units, but If you prefer to stick with the And you'll pay attention to the 

since the game offers 95 units original game, the plot is simple. special report screen. All kinds of 
It's been a thousand years since reports on sites, cities, armies, 
Heroes, and now Lord Bane and mana, ruins, spells, and other 
Lord Sartek, the Dark Horsemen of goodies are available if you call 
Death and War, are back to do them up. Some of the information 
their worst. But you don’t need they offer can spell the difference 
any of that. All you need to between success and failure. You'll 
remember is that each map is also discover the value of 
filled with enemies and a few balanced forces. If you choose 
allies. Your job is to eliminate the only the weaker, cheaper armies, 
enemies and find the allies. you'll go down in flames quickly. If 

That makes the game sound you rely on stronger, costly armies, 
pretty basic: Kill the bad guys, you'll spread yourself too thin. 
capture forts, build your forces, Whether playing the game as 
protect your hero. But it isn’t that designed or creating your own 
easy. Even if you find yourself worlds, you'll find Darklords quite 
sneering through the tutorial, it mesmerizing. Old-timers should 
doesn’t take long to get hooked. feel right at home with this 
The next thing you know, you're up version, and newcomers will 
Fan-authored maps have long been a Warlords tradition, and this latest late at night, still playing. } quick ly become enchanted. 
package includes a surprisingly full-featured terrain editor | And you'll catch on quickly. Rating: **%* 
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GT 64 


Platform: Nintendo 64 
Publisher: Infogrames 
Developer: Ocean 


T 64 is not the worst racing game 
1G ever made, but it’s not far from it. 
Things are bad right from the start, given 
there are a whopping three tracks to pick 
from. After choosing a car, players can 
modify it in relatively simple ways that 
have very little effect on actual gameplay 
— you're just as likely to skid with soft 
tires as with hard ones, and the game 
moves painfully slowly no matter what 
kind of power you put under the hood. 

Once on the track, the true horror 
settles in: a slow, barely acceptable frame 
rate and sloppy control, made even worse 
by the droning engine sounds (there isn’t 
even any in-game music). The control is 
similar to Daytona USA in that 
powerslides are the rule, but unlike AM2's 


masterpiece, which features tight control 
and a sense of speed, GT 64 feels like 
piloting a watermelon over an ice rink. 
The track design doesn’t help, as tracks 
are made up of nothing but right angles 
and U-turns. Just going straight for a few 
seconds feels like an accomplishment, 
and the computer opponents enhance 
the feeling of helplessness as they glide 
effortlessly around the track. On the 
bright side, the frame rate doesn’t take a 
hit when racing against opponents, locked 
at a rock-steady 20fps. Pathetic. 

Overall GT 64 lacks both the 
technique of a technical racer and the 
speed of a fast racer — in fact, it lacks 
just about anything you can think of. 
Rating: * 


VIRTUAL CHESS 64 


= 86° 42° 757 


Competing against the Al cars is much less of a challenge than 
actually doing a lap without smashing into the walls 


BATMAN AND ROBIN 


Platform: Nintendo 64 
Publisher: Titus 
Developer: Titus 


Platform: PlayStation 
Publisher: Acclaim 
Developer: Probe 


The typical 3D view looks fairly nice, but the camera controls like a 
dog, and hardcore chess players will probably pass 


t's hard to make any really 
oi negative comments about Virtual 
Chess 64 because it pretty much does 
exactly what it advertises: It plays a darn 
good game of chess. 

Forget about the gimmicky battles 
that make the antiquated ones found in 
the classic BattleChess look like 
incredible feats of cinematic excellence, 
or the mediocre 3D graphic sets that can 
only be used with the most primitive and 
frustrating of camera controls — turn 
these “features” off and you have a 
rather thorough and competent 
simulation. There are actually plenty of 
features hidden in this title that make it 
worthwhile for chess players. First of all, 
for amateurs, there is a tutorial mode 
that can walk you through the basics of 
the game all the way up to some of the 
more complex maneuvers and strategies. 
For those who like to sit and analyze a 


game, it's possible to set up a mid- or 
end-game scenario and then play it out 
against the computer Al. 

Believe it or not, the Al is actually 
quite good, and unless you're a chess 
master in the vein of Kasparov or Karpov, 
the game will probably have a level of 
difficulty that will suit you. Beginners can 
even set the Al up so that it purposefully 
makes stupid moves. 

There is also a strange array of 
seemingly useless multiplayer features 
included in the game. Frankly, we 
honestly can’t foresee a situation where 
we have three friends over and want to 
play four separate games of chess 
simultaneously, but if it happens, heck, 
now we're prepared. Overall, if you turn 
off all of the gimmicks, this is a pretty 
decent chess game. Nothing 
spectacular, though. 

Rating: k¥** 


K, we were wowed by Turok 2 from 
10} the “new” Acclaim, but it seems 
there's still some life left in the “old” one. 
Sure, Batman and Robin is an 
improvement over the other junk Acclaim 
has thrown at us in the past, but in the 
end, a few bright spots can’t make up for 
the fact that, well, it's still pretty bad. 

Following the movie closely, the 
game gives players (mostly) nonlinear 
freedom to explore Gotham City for clues 
to what Mr. Freeze and Poison Ivy are up 
to, all while the game clock ticks down in 
real time. Later, players must combine and 
analyze different clues in order to 
discover where and when the villains will 
strike next — all in all, not a bad structure 
for a game. 

Many other aspects of the game are, 
however, a real let-down. For one, the 
camera angles are not well-thought-out. 
Although Batman and Robin runs in third- 


person with a floating camera, fixed 
camera angles were added to provide a 
cinematic feel. Unfortunately, the sudden 
jumps in angles are a huge hindrance to 
control, making even a simple task like 
walking across a room difficult. And that’s 
not all: Enemy Al is extremely basic; 
controls, which involve using all the 
shoulder buttons to toggle things like 
running, fighting, and dodging, quickly 
become complicated; and the driving 
sequences are flawed due to 
unrealistically responsive controls and 
horribly low render distances. 

We're going to be charitable and 
assume this was a game Acclaim was 
contractually obligated to release and 
quietly ignore it. While not in the same 
league as previous Acclaim licensed 
horrors, Batman and Robin is still pretty 
damn horrible. 

Rating: ** 


Batman and Robin is better than some movie tie-ins, but still isn’t good 
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DEWIL DICE 


HEART OF DARKNESS 


Platform: PlayStation 
Publisher: THQ 
Developer: SCEI 


puzzle game that, amazingly 

enough, has nothing to do with 
Tetris, Devil Dice pits you against an 
opponent in a ring with die that must be 
maneuvered to match up numerically. 
By connecting, say, two twos or six 
sixes, the dice will disappear and rack 
up the score. 

The game illustrates its cleverness 
in four modes: Trial (continuous puzzle 
solving), Battle (you against one to four 
other humans or the Al), Wars (you 
against a handful of opponents vying for 
high points), and Puzzle (solve the 
puzzle in limited steps). Each provides 
intelligent yet simple fun that's hard to 
come by these days. This puzzler is as 
addictive as they get. 

Since the game really doesn’t boast 


Devil Dice's Battle mode is 
hectic, but rewarding 


Platform 
Publisher: 


PlayStation 


Tantrun/interplay 
Developer: Amazing Studio 


FI ive years ago a revolutionary 


brand new “next generation” systems. 
Promising an interactive cartoon, Heart 
of Darkness got a lot of hype — then 
vanished from sight. So, after all this 
time, is this mythical game any good? 
Well, yes and no. Heart of Darkness 
does seamlessly mix animation and 
gameplay, but unfortunately, in the end 


game was announced for the then 


it turns out to be just another mediocre 
adventure game. 

While a few puzzles do require 
some thought, the majority are solved 
through basic trial and error. Try 
something, die. Try something else, die. 
Finally, get it right, then go on to the 
next screen and start the process over. 
This is not only tedious, but it also kills 
any replay value the game may have 
had, since once a scene has been 
beaten, it’s trivial to beat it again. 

In fact, it isn't anything in particular 
about the gameplay that entices players 
to continue, but rather the prospect of 
moving the story along to see what 
happens in the next prerendered FMV 
sequence. Although FMV is normally a 
bad thing, here it's well-done, integrated 
nicely, and keeps things moving. 


anything other than great gameplay 
(what else does it need?), the simplistic 
polygons and funny little devils (little 
folk in devil suits) who run across the section is built in for those folks), but its 
die serve their purposes perfectly. And learning curve is just right for any player 
the looping, pop-ish techno, often mixed who's been around the puzzle gaming 
with instrumental rap, funk, and even 
ragtime, ranges from mellow to funky, 
and is so surprisingly good that it’s 


worth listening to on its own. 
THQ's puzzler may be too hard for 
some (a handy techniques and tips 


Heart of Darkness is very much a 
visual title that relies heavily on the 
storyline to keep a player's interest. And 
while the story is good, the gameplay 
isn’t anything revolutionary, or even that 
interesting. After five years of waiting, 


block once or twice. Devil Dice comes Character design is one of Heart 
highly recommended. of Darkness’ strong points the wait simply wasn’t worth it. 
Rating: **** Rating: ** 
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MEGAMAN LEGENDS 


Platform: PlayStation 
Publisher: Capcom 
Developer: Capcom 


() ne of the most enduring 
characters in videogame history, 
Megaman finally gets a chance to join 
his mascot brethren in 3D. In typical 
Megaman style, the game progresses 
through a series of mazes and 
merciless bosses, but beyond the usual 
weapon upgrades and mechanical 
enemies, Legends is refreshingly 
different from other Megaman games. 

In a surprising switch from the (at 
times, mindless) action Megaman has 
been known for, Legends incorporates 
RPG and adventure game elements, 
taking advantage of its massive, finely 
detailed 3D worlds and densely 
populated towns. In addition to 
shooting bad guys and taking down 
humongous bosses, Megaman must 
interact with a host of characters and 
can participate in a slew of sub- 
missions, showing a level of depth that 
should appeal to fans of the series as 
well as the more dexterous role-player. 
But, despite Capcom’s good intentions, 
there are several problems. 

First, despite being the master of 


2D design, Capcom still has a few 
things to learn about 3D, most notably 
the need to implement analog control. 
The lack of it results in jerky control 
and stiff maneuvering, which can be 
unforgiving when the player is in a tight 
spot. Also, the camera controls work in 
tandem with how you alter the 
configuration of the controller, thus 
completing the equation: difficult 
controls = bad camera angles. 

It's a tough hurdle to overcome for 
the casually interested gamer, but the 
controls can be mastered, and for those 
with enough patience, the game opens 
up magnificently, offering a wide variety 
of actions, options, and areas to explore. 
With a high level of depth and 
interactivity, Megaman Legends is much 
more immersive than any of its 2D 
predecessors. But first impressions can 
be a killer, and the game just doesn’t 
possess the most outstanding graphics 
or mechanics to hook the merely curious 
after just one play. For those who look 
deeper, it's a diamond in the rough. 
Rating: *** 


Megaman Legends’ new world is made up of huge, flatly textured 
polygons, producing a highly distinctive look unique to the series 
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TEAM LOSI RC RACER 


Platform: PlayStation 

Publisher: Fox Interactive 

Developer: Gremlin 
Interactive 


Just sit back and watch the background pop up out of nowhere — it’s 
pathetic, and so is everything else about Team Losi RC Racer 


TRAP GUNNER 


n the surface Team Losi RC Racer 

looks promising, with multiple 
tracks, plenty of cars, and hidden 
secrets to discover. Unfortunately, 
though, Team Losi fails to deliver on just 
about every level, suffering from a case 
of split identity — it doesn’t know if it 
wants to be a full-on RC racing sim or a 
cutesy racer complete with power-ups 
and special items. The resulting 
mishmash doesn’t fill out either 
category very well. 

The most noticeable problem with 
Team Losi is the horrendous visual pop- 
up. Whether this is caused by a poor 
engine, bad track design, or a 
combination of both is unknown, but 
the end result is a game that actually 
draws the course on screen just barely 
in time to be driven over. Gameplay 
doesn’t fare much better, with minimal 


WWF WARZONE 


controls (left, right, forward, and 
backward). The camera is horrendous — 
if there's a confusing or obscured angle 
to be found, the camera will unerringly 
swivel right to it. 

The two-player, split-screen view, 
with its drastically reduced line of sight, 
is even worse. Players who have 
memorized the course will do fine, but 
others will find themselves bouncing off 
walls for the first lap or so. In fact, we'd 
venture so far as to say that the two- 
player mode is completely unplayable 
by anyone without psychic powers or 
the reflexes of Bruce Lee. 

Simply put, there isn’t a single 
Positive thing to say about Team Losi. 
It's about as much fun as Gremlin‘s last 
PlayStation game (Judge Dredd), and 
that about says it all. 

Rating: * 


Platform: PlayStation 
Publisher: Atlus 
Developer: Racdym 


Blow your friends up real good 
in Trap Gunner 


oO magine Mad magazine's Spy vs. Spy 
played out by anime characters, 
and you've got the idea behind Trap 
Gunner, one of the few original titles to 
show up in a sea of videogames 
overpopulated by copycats. The object of 
the game is simple: Kill the enemy and 
stay alive, mostly through the creative use 
of deadly traps. Initially based on mines 
and other simple devices, the game soon 
progresses to intense, elaborate setups, 
as players string traps together to create 
devastating attacks. Arming and 
disarming traps require a fair amount of 
strategy and quick reflexes. 

Visually Trap Gunner is a treat. 
Although it’s most fun when played in its 
split-screen, two-player mode (which is 
preferred), the display never feels 
Cluttered. Still, fighting against the 
computer isn’t far behind. Every character 
in Trap Gunner is well-balanced, but all 
are unique, not simple clones of one 
another. Each has a different set of 
abilities and default traps. This results in a 
dynamic play mechanic as well as a lot of 
replay value, since each character 
requires a slightly different approach. At 
the easiest levels, besting the computer 
Alisa simple feat, but higher difficulty 
settings provide a nice challenge. 

Developer Racdym has created an 
excellent game that is well-balanced, 
enjoyable, and original. Everything, from 
the background music to the tight 
control, has been designed to work 
together, and it shows. Trap Gunner is 
definitely one of the season's sleeper hits. 
Rating: kk **& 


Platform: 
Publisher: 
Developer: 


PlayStation 
Acclaim 
Iguana West 


WWF warzone won't win any awards for originality, but it delivers 


P| erhaps the best thing about 
videogame wrestling is that you 
can guarantee it isn’t faked. The 
punches aren't pulled, the kicks aren't 
choreographed, and the virtual action is 
more realistic than anything you'll see 
on TV. The drawback? It's almost as 
shallow as the real thing. 

This game, more than any other, is 
directed at the fans. It's custom-built 
from the ground up to appeal to the 
WWF's loyal masses, featuring the 
current wrestling lineup with heroes like 
Stone Cold Steve Austin, Goldberg, and 
the British Bulldog. Players can also 
customize and create new wrestlers in 
a brilliant edit mode — all saved to 


memory card, of course. 

Graphically, this hardly stretches 
the PlayStation, but the characters are 
smooth, and more importantly, 
recognizable. The gameplay is derivative 
of all other wrestling games but adds 
Mortal Kombat-style touches, including 
fatalities. Hilarity and gore ensue. 

The game is largely idiotic fun and 
especially great in multiplayer mode (up 
to four with a multitap). But it’s 
the huge wealth of options and detail 
(including interactive player 
biographies) that makes the game 
shine and ultimately a great purchase ... 
if you like professional wrestling. 
Rating: k** 
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REDLINE RACER 


Platform: PC 

Publisher: GT Interactive 
Software 

Developer: GT Interactive 
Software 


Al sk any ‘Nam vet and he'll tell you, 
the Vietnam experience was an 
endless tedium of featureless jungles 
and hidden enemies. Unfortunately, 
Nam's authors decided that it would be a 
ripping idea not only to base a game 
around this ugly, boring conflict, but to 
make it the world’s first war simulation. 

It is absolutely impossible to make a 
first-person war game accurate and fun, 
and this one misses the mark on both 
counts. The ludicrous body count and the 
player's ability to take 10 rounds to the 
head and heal up with a single medical 
kit instantly kills the possibility of 
accuracy. Conversely, the one-note 
scenery, limited ammo, and repetitive 
gameplay meant to approximate real 
combat conditions serve only to drain 
any and all excitement from the 
experience. Brought together, they make 
for one hell of a miserable game. 

Even more unfortunate was the 
choice to power the game with the Build 
engine. Yes, the same three-year-old 
engine that ran behind Duke Nukem 3D, 
Shadow Warrior, and Blood. Problem is, 
the developers didn’t start from scratch. 
Instead, they performed some minor 
tweaks on Duke Nukem, made an 
abortive attempt at designing a few 
levels, and called it a game. Duke haunts 
the whole monotonous experience, right 
down to his trademark knuckle-crack at 
the start of each level. 

This horrendous Duke Nukem 3D 
conversion should have stayed on the 
Net as freeware. The GT logo on the box 
certainly doesn’t warrant its $20 price 
tag, nor does the game's heavily hyped 
claim to fame: “Created with the 
developer of the Doom conversion for 
the Marine Corps.” We certainly feel 
sorry for the Marines. 

Rating: * 


Nam is the most miserable use 
for the Build engine yet 


PC 
Ubi Soft 


Platform: 
Publisher: 


Developer: Criterion Studios 


lack of focus leave the game with plenty of room for improvement 


| From a visual standpoint Redline Racer can compete with the best of them, but a few quirks and a general 


| or all the pretty graphics on display 
in Redline Racer (which has been 
used by Intel as an AGP demo for some 
time now), one has to wonder why the 
developer didn’t spend a little more time 
tweaking the gameplay. With a few 
changes the game could have been a 
masterpiece. As it is, Redline Racer is 
little more than an average, albeit good- 
looking racing game. 

Spotty collision detection is easily 
the most annoying thing going on here. 
It's not uncommon to be racing along 
near the head of the pack, only to be 
thrown out of a turn because another 


M.A.X. 2 


racer decided to play kamikaze. Nor is it 
unusual to slide up against what appears 
to be a small incline and then find 
yourself eating pavement. Were the 
collision detection a result of a super- 
realistic physics engine, it could have 
been forgiven, but the extended crashes, 
with hang time that would make Michael 
Jordan envious, quickly discount that 
possibility. 

As far as control is concerned, 
Redline Racer pretty much screams for a 
joypad, but surprisingly enough, it failed 
to work with a Microsoft Sidewinder pad, 
as it stopped responding about a minute 


Or so into the race. Keyboard control is 
passable as is a standard joystick, but 
neither is preferred. 

With a little more gameplay 
tweaking, Redline Racer may have been 
the game to get. Unfortunately, the 
annoyance factor is high enough to sap 
the game of most of its appeal. As an 
arcade racing game, Redline Racer just 
can’t stand up to the likes of Manx TT or 
Moto Racer. Rather, it is just another 
average racing game with which to pass 
the time. It is a shame because Redline 
Racer does look really good. 

Rating: k** 


Platform: PC 
Publisher: Interplay 
Developer: Flat Cat 


he original M.A.X. (Mechanized 
Assault and Exploration) made 
friends and influenced players across 
the strategic spectrum, so it seems only 
proper that Interplay has now released 
M.A.X. 2, the sequel. 

Set 15 years after the award- 
winning original, the new M.A.X. puts 
the remnants of humanity into an 
alliance with the Concord, a collection 
of friendly alien races. The resulting 
hybrid human/alien intelligence must 
then match wits with a ruthless 
newcomer, the Sheevat. 

A richly layered game of strategic 
planning and mass destruction, M.A.X. 2 
offers three modes of play — turn- 
based, simultaneous turn-based, and 
real time. The first two work fine while 
real time tends to be a shade frenetic. 
Players can choose from four 
campaigns (with nine missions each), or 


plunge right into any of 23 stand-alone 
missions, and of course, there are also a 
number of multiplayer options. 

Battles are huge and complex. 
Basically, there are two kinds of military 
units in M.A.X. 2: the cheap, weak ones 
and the expensive, powerful ones. 
Aggressive players may wish to load up 
with the cheap stuff and start fighting 
right away, while patient players who 
invest more time and material will be 
rewarded with some worthy fighting 
machines. It's a typical strategic 
dynamic, but it works well. 

Will the new M.A.x. satisfy die-hard 
fans of the original? Perhaps not. Some 
players may be hoping for more than 
the new game delivers. But with or 
without die-hards, M.A.X. 2 is a solid 
combat/strategy game that is bound to 
make numerous new friends. 

Rating: k***& 


M.A.X. 2 builds on the success 
of the original and scores 


ADVANCED STRATEGIES 


Tips and cheats. for your favorite games 


WWF WARZONE 


SYSTEM: PS 
PUBLISHER: Acclaim 


ALTERNATE COSTUMES 
To access alternate outfits for your wrestlers, simply hold 
down L2 while choosing your wrestler. 


BEANS MODE 
To access Beans Mode, win the World Title with Mosh on 
Medium difficulty. 


BIG HEADS 
Beat the Challenge mode with the British Bulldog. 


BONUS WRESTLERS 

To play as Dude Love and Cactus Jack, win the title with 
Mankind. To play as Sue the ring girl, win the World Title 
with Bret Hart or Owen Hart on Medium Difficulty. To play 
as the Trainer, enter Training mode. 


CHEAT MENU 

When the elevator is going up, press L1, then press R1 to 
descend into the basement. This is where your cheat 
codes will appear once you've unlocked them. 


EGO MODE 

For Ego Mode, win the World Title with Anmed Johnson on 
Medium difficulty. On Ego mode, your Head 

gets bigger and bigger as you cause more damage 


to your opponent. 


EXTRA COLD OUTFITS 

To access the “Extra Cold” feature, simply beat the game 
with Stone Cold Steve Austin. This will give you access to 
two additional outfits. To pick them, press the appropiate 
shoulder button while choosing him. 


Button Outfit 

u . Regular Outfit (Black tights) 

LA as ete Alternate Outfit (Tights and 3:16 vest) 
Blesse5 a Extra Outfit 1 Veans and 3:16 vest) 
Regoenins Extra Outfit 2 Jeans and 3:16 shirt) 
LADIES NIGHT 


*To create a female wrestler, complete challenge mode 


with Triple H or Shawn Michaels. 


NO METERS 


To turn off all meters, beat the Challenge mode with the 
Undertaker. 


NO WIMPS MODE . 

To get the ‘No Wimps Mode’, which turns off all 
blocking, win the title with Ken Shamrock on 
medium or hard modes. 


FAARODQ 


OUTSIDE 


INTERFERENCE 


Button Combination 
Steve Austin 
Faarooq 

Mankind 

Ahmed Johnson 

Ken Shamrock 

Kane 

Thrasher 


Mosh 


The British Bulldog 


in Michaels 


Bret Hart 


Owen Hart 


The Rock 


Goldust 


Triple H 
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es NEED FOR SPEED 3 


SYSTEM: PLAYSTATION 
PUBLISHER: ELECTRONIC ARTS 


CHANGE COP VOICES 


INTERNATIONAL 
SUPERSTAR SOCCER ‘98 


SYSTEM: N64 = * ; Language 
PUBLISHER: KONAMI ‘ T 


BIG HEADS 
At the title screen, press C-Up, C-Up, C-Down, C-Down, C-Left, C-Right, C-Left, C-Right, B, A, then 
hold Z and press START. 


BONUS TEAMS 

Go to the simulation mode where you are placed in 
a situation where your game has been started and 
you have to win or keep the lead given. Select 
difficulty 5 in the options menu. Beat all 16 and you 
will get new teams (which may be saved to the 
controller pak). A few of the teams are Brazil 94’, 
Argentina 82’, Germany 60’, and Italy 90’. 


Note: All of these teams have the actual rosters, ss. 

strategies, and formations used by these teams in ell ae . ~% — 
the specific year. Have Fun! ibs f= 0 Selle 
EXTRA TEAMS 


At the title screen, press OLOLOLOLO@RORGRORBA then hold Z and press START. 


MISSION: IMPOSSIBLE 


SYSTEM: N64 ; EVEN MORE CODES 
PUBLISHER: OCEAN alae Jes after 


BONUS WEAPONS 
Need some help? Well, here's some cheat codes to get you weapons. Enter these codes at the 
LEVEL SELECT SCREEN. If you enter these codes correctly, you'll hear Ethan say ‘Ah, that’s better.’ 


Weapon/Mode Code 
7.65 Silenced Pistol. . 
Uzi with 30 Rounds. 
High Powered Pistol . 
Mini Rocket Launchet 
Kid Mode. . . 
Turbo Mode. 
Cheat Menu Access 
Big Feet Mode. .. . 
Big Head Mode. . . 


C-Right, C-Left, C-Right, C-Down, R-shift SYSTEM: PLAYSTATION 
-shift, L-shift, C-Down, C-Up, C-up PUBLISHER: SCEA 
-shift, L-shift, C-Left, C-Right, C-Down 
C-Down, C-Up, R-shift, L-shift, Z 

C-up, Z, C-Up, Z, C-Up 

C-Right, C-Left, C-Down, R-shift, L-shift,C-Right 
C-Down, R-shift, Z, C-Right, C-Left 

. . C-Down, R-shift, C-Up, L-shift, C-Left 


MEET THE INFOGRAMES TEAM 
Beat the game on ‘Possible’ difficulty 
setting. Then wait until the credits 
are over. You will now be able to go 
back into the Embassy and meet the 
Mission: Impossible (second) design 
team. Talk to all the people (until 
your health bar is full)— then you 
will get a bonus animation of Ethan, 
that little devil. 


CHEAT CODES 


Code 


ae oteae olen th TURBO PROP RACING 


GHOST IN THE SHELL 


SYSTEM: PLAYSTATION 
PUBLISHER: THQ 


LEVEL SELECT 
At the main menu press R2, R1, Square, Square, ©, ©, 
Square, Square, R2, R2. A tone will confirm the code. 


FORSAKEN 


SYSTEM: PLAYSTATION 
PUBLISHER: ACCLAIM 


CHEAT MENU 

To access the secret Cheat Menu, highlight Options on the 
main menu. Next, press @-© © © and enter the Options 
menu. If you did it right, you'll now have a new ‘Cheat 
Options’ selection on the screen. 


F-ZERO X 


SYSTEM: N64 
PUBLISHER: NINTENDO 


F1 WORLD GRAND PRIX 


SYSTEM: N64 
PUBLISHER: NINTENDO 


GETTING THE GOLD RACER 


HAWAI BONUS TRACK 


1 sele 


SILVER RACER 


ng 
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ALL CARS, TRACKS AND DIFFICULTIES 


At the Mode Select screen, press L-Shift, Z, R-Shift, C-UP, C-DOWN, C-LEFT, C-RIGHT, then START. You should 
hear a chime if you did it correctly. Now you'll have access to all the cars, tracks and difficulty levels. 


JOKER CUP 
To get the Joker Cup and six additional tracks beat the Jack, Queefh, and King Cup on Standard difficulty. 


SMALLER CARS 
At the car select screen press and hold the L-Shift and R-Shift buttons. While holding those buttons press 
C-LEFT and C-DOWN to shrink the cars. 

(NOTE: These codes were only tested on the Japanese version of the game.) 


ROSCOE MCQUEEN 


SYSTEM: PL IC 
PUBLISHER: PSYGN 
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SHARK 
ATTACK! 


NOTE: You must have a Game Shark 
peripheral in order to enter any of the 
following codes in this section. 

(As provided by the very nice people at 

|. Interact Accessories) 


PLAYSTATION 


BATMAN 
AND ROBIN 


Extra Health 
8909df640000, 
8009df680000 
8009df6c0000 
800d07180064 
Infinite Power 
800cf50c0168 


CRIME KILLER 


Infinite Shields for the Car 


801aa78800ff 
Infinite Shields for the 
Motorcycle 
8019ce5000fF 
infinite Shields for the Plane 
801a054000ff 


GRAND THEFT 
AUTO 


Get Out Of Jail Free Key 


8002¢45e0001 
High Score 
d002¢2f00000 
High Score 
8002c2/0ffff 
Extra Bonus Points 
8002¢4420063, 
Infinite Pistol Ammo 
8002¢4506300 
Infinite Machinegun/ Rocket 
Ammo 
800264526363 
Infinite Flamethrower Ammo 
8002¢4540063 


GRANSTREAM 
SAGA 


Infinite GP 
801c915c869F 
801¢915e0001 
All Weapons 

80191 40ffff 

Infinite Health In Battle 
g00c0f04001e 


BOMBERMAN 
WORLD 


SYSTEM: PLAYSTATION 
PUBLISHER: ATLUS 


AREA CODES 

Want to move around the game faster? Can't seem to beat 
a certain area? Enter these codes in at the Password 
Screen to cheat to the finish. 


Area Code 
; Maani/oor 

ee 9717 

Baer 

.. 1814 


(Note: These codes were tested with the Japanese version 
of the game.) 


BONUS MODES 

Mode ‘Code 
Special VS Mode ........... 5656 
Special Battle Mode......... 4989 
Battle Royal Mode 

Maniac Mode.............. 


CHOPPER ; 
ATTACK 


SYSTEM: N64 : 
PUBLISHER: MIDWAY 


PRESIDENTIAL BAILOUT 

While playing, press Z + C-Up + C-Down, then launch a 
homing cluster at your opponent. If it hits, you will make 
the president jump out of the plane. 


LEWEL SELECT 


At the ‘Press Start’ screen press C-Up seven times. 


HIDDEN CITIES 


City Screen Hidden Stage 


RAMPAGE 
WORLD TOUR 


SYSTEM: NG 
PUBLISHER: Vil 


CHANGE CHARACTER COLORS 


LEVEL SELECT 


y RAMPA 


World Tox 


Midway Games Inc. 


City Screen 


WARGAMES 
DEFCON ONE 


SYSTEM: PLAYSTATION 
PUBLISHER: MGM INTERACTIVE 


Enter these passwords 
on LEVEL GRIDS. 


Key: 

O = Circle 

T = Triangle 

X=X 

S = Square 

NORAD MISSIONS 

Mission Area Password 
Cee reas Czech Republic ........ OXO OXX OXO 
(OCB SE eee Russian Urals.......... XXO XXX XOO 
Oa eres oscemt CANOn os Aeesleoe nes vais OSX OOT OXS 
Oosn teri, ie Cambodians. eris. » TXO OXX STO 
Qo ea Swiss Alps ...........5 SOO SOX XOX 
OF te ee pibva gees te ots SESS, SXX XOS OXS 
ORs Channel islands ....... OOX SST SSO 
DomtaaeneetGrenadalac os)... 50286 SSO TOT XTT 
NORE aros s Lousianna Bayou....... XTO SOO OXS 
it ese es Ghinaay nek eter ose OST XST TTS 
Osh aerator Saudi Arabia........... TSO XTO OXS 
Satan eke Arctic Circle........... SST STS TXT 
W4saavavte tes New York City ......... XXO TXT SXS 
POSS veers Omaha Desert......... OSO XSX TOX 
W.0.2.8. MISSIONS 

Mission Area Password 


OXO OXO XXO 
STX TXO SXT 
XTO XXO OOT 
OOS SOX TXX 
XOX TTS OXT 
TTX XSS XXO 
SXO TXX SOT 

- SOT TXO XXO 
XOS TOX SXT 


WIEW ALL FM'S 
Before the title screen hold R2 and keep on pressing the 
start button and you should see all of the FMV's! 


CRIME KILLER 


SYSTEM: ON 
PUBLISHER : 


LEVEL SKIPPIN’ 


Key: 

O = Circle 
S = Square 
T = Triangle 
X=X 


Mission 


ng 


MORTAL 
KOMBAT 4 


Enable All Movies 
800d985c0101 
800d985e0101 


Have 99 Continues 
00d88ac0063 


Password 


NCAA 
masa ciatag 


Away Team Score 0 
80084f340000 
Away Team Score 99 
80084f340063 
Home Team Score 0 
80082040000 
Home Team Score 99 
80082040063 


TEKKEN 3 


Infinite Health P1 
800a961e0082 
Infinite Health P2 
800aaeaa0082 
Enable Theater Mode 
30097260003, 
Enable All Movies 
80097ef8 fff 
80097efaffff 
80097efcffff 
Enable Ball Mode 
30097270003 
Enable All Characters 
80097ef0ffif 
80097ef2001f 
800972160005 
Enable Tiger 
80097ef40382 


WWF WARZONE 


P1 invulnerable 
800069340000, 
80069880000 
800d69ba0000 
800d6¢7400f0 

P2 invulnerable 
800f69580000 
800f69aCc0000 
800f69de0000 
800f6c980000 
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Infinite Time 
80077¢240a80. 
800d68d00375, 
P1 Never Stunned 
80069340000 
P1 Stunned 
800069342394 
P2 Never Stunned 
800f69580000 
P2 Stunned 
800f69582394 
P1 Super Strength 
800d69cc0000, 
P2 Super Strength 
800f69f00000 
P1 Cannot Be Counted Out 
800d69880000 
P2 Can Always Be 
Counted Out 
800f69aC00ff 
Extra Characters 
8007a0f03fft 
8007a0f21000 
+ 8007a0f43 fff 
8007a0f62000, 
Creation Points 
800b64f40000, 


NINTENDO 64 
BANJO-KAZOOIE 


Key Code 
de0004000000. 
8124c9d81700 

812876a41700 
812d3dc01300 
Infinite Lives 
80385f8b0009 
Infinite Health 
80385f830008, 
80385870008, 
Infinite Red Feathers 
80385f6f0063 
Infinite Gold Feathers 
80385730063 
Infinite Air 
81385f8e0e10 
Extra Notes 
80385f630063, 
Infinite Eggs 
80385f670063 
Extra Jiggies 
80385fcb0063 


(NOTE: Using some codes inthe Wad Mansion lve 
Causes Banjo to forget some moves, Ske Rat-at-tat 
and climbing. tis best 1 load that level 
‘without codes) 


CHOPPER ATTACK 
801297230004 
infinite Armor 


STARCRAFT 


SYSTEM: PC : 
PUBLISHER: BLIZZARD ; 
CHEATS A PLENTY 

To type in the codes, press Enter then the code then hit Enter again. 

Code Effect 

Power overwhelming .......... God Mode. 

Show me the money-.......... Gives you 10,000 gas and 10,000 crystal 

Operation CWAL.............. Speeds construction of buildings and units 

The Gathering................ Gives unlimited energy to all casting units 

Game overman.............. Ends your game as a loss 

Staying Alive. ............008 Prevents the mission from ending due to victoryor defeat 


There is no cowlevel.......... Completes the current mission 

Whats mine ismine........... Free minerals 

Breathe deep ................ Free Vespene Gas 

Something for nothing ......... Gives all upgrades 

Black Sheep Wall.............. Shows entire map. 

Medieval man................ Free upgrades to units. 

Modify the phase variance ..... Ability to build all buildings. 

War aint what it used to be ..... Disables fog of war. 

Food for thought.............. Ability to build units beyond the support limit. 

OPRGla aeratyescelercs e tivietecise sate Enter this to enable level skipping cheat. Then enter the mission you want to skip to 


JEOPARDY! 


SYSTEM: N64 
PUBLISHER: 


a MUSIC 
Player | 
seleants 


GRAB MORE CASH 


CYBERSTORM 2: 
CORPORATE WARS 


SYSTEM: PC 
PUBLISHER: SIERRA 


ALL THE CODES AND MORE 

Edit your STORM..INI file to add the following codes, which will 
add a menu item that you can use during the game. The 
following list shows the menu functions that can be added (and 
what code will activate that function) 


HERCBASE CHEAT CODES 

Code Effect 

I'll Buy That For A Credit .......... Get 1 credit 

Will work for credits.............- Get 1,000 credits 

MOrGOney is. sacs Seni aentaces Get 10,000 credits 

Too much wheat ..............05 Get 100,000 credits 

You may have already won........ Get 1,000,000 credits 

CUG Sie meentsadont safer’ a3 tees Get Mega credits 

As Good aSit Gets............... Max-O-Repair 

NOUGAMI raat evore cteietseiniercete arctic Max-O-Commander 
(Tech + Credits + Facilities) 

Home is where the heartis........ Max-O-Facilities 

Must have! ...........6..0+0.+2+. Max-O-Chassis 


He Who Dies With The Most Toys . . . Gain all technologies 


It was nice while it lasted ......... Go back to normal 
e: technologies 

BATTLE CHEAT CODES 

Code Effect 

SLEDS U Syn Bien beat ct ets MARIOS Heal selected pilots 

It's just a flesh wound ............ Repair selected vehicles 

FOGUIMYWrathlactiscap, Sisco ok dee a Restock selected vehicles 

Go Go Power Ranger ............ Reset selected units 

IVAW iecrrsisc teres)! qsceitissia-tee oot Get Mega turn-based 
move points 

Vengeance ismine.. ...........4 Get Mega turn-based 
action points 

Did | break your concentration ..... Touch ‘o Death (one) 

That MUSENUI ee. Aspe eevee Touch ‘o Death (many) 

There can be onlyone ............ | am invincible! 

Death to all who oppose us ....... Crush all enemies 

FreakyFridayisn tr. co. eta Become another player 

Let there be ligntv2. ...........1 Fog of War. Godlike 

Let there be light... ........0... Fog of War Changes 

EVEN MORE 


While in the BioDerm facility, you can use the Ctrl - LeftBrace / 
Ctrl-RightBrace to give yourself any pilot face. 
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TOCA TOURING CAR CHAMPIONSHIP 


SYSTEM: PC, PLAYSTATION 
PUBLISHER: 3D0 


TUROK SUPER CODES 
DINOSAUR 


Enter these codes in when you are naming your driver. The game should announce ‘Cheat code enabled!’ if you do it 


HUNTER correctly. After the announcement, you can reenter you name normally. 


Pistol 
80128cf70001 Code Effect 
enotgun EMTOON..........- Cartoon background 


80128cf0001 
Automatic Shotgun CMDISCO . . Volcanic track 
Helicopter view 


80128cff0001 + _CMCOPTER. 
Assault Rifle CMGARAGE ........ Bonus tank 
Poa oa CMCHUN . Go-kart mode 


Pulse Rifle 
801284070001 JHAMMO. . To access all tracks 


Mini Gun CMLOECKG iine oicieca To lock tracks back up 
80128d0b0001 
Grenade Launcher 
80128d0f0001 
Alien Weapon 
80128130001 
Quad Rocket Launcher 
801280170001 
Particle Accelerator 
80128d1b0001 
Fusion Cannon 
80128d1f0001 
Chronoscepter 
80128230001 
Infinite Pistol/Assault 
Rifle Ammo 
80128cb30063 
Infinite Shotgun Shells 
80128¢b70063 
Infinite Rifle/Alien Weapon/ 
Particle Accelerator Ammo 
80128cbb0063 
Infinite Tek Arrows 
80128cbf0063 
Infinite Mini Gun Ammo 
80128030063 
Infinite Grenades 
80128¢d70063 
infinite Quad Rockets 
80128cdb0063 
Infinite Fusion Cannon Ammo 
80128cd{0063 
Infinite Chronoscepter Ammo 
80128ce30063 
Infinite Lives 
80128e5b0009 
Infinite Gems 
80128e5700ff 
EnableCheats 
811 19540ffff 
81119542 fff 
Have All Keys 
801284330007 
801284370007 
80128030007 
80128d310007 
801280430007 
801280470007 
80128040007 


GRAND 


TA 


CHEAT CODES 


Code 


Code Effect 

CMNOHITS ......... Disable collision detection 
CMSTARS .......... Staring sky mode 
CMLOGRAV......... Low gravity 
CMRAINUP......... Reverse falling-rain 
XBOOSTME...:..... Fast mode, all cars driving faster 
CMMICRO.......... Micro Machines mode 

CMDISGOR Shae gives multicoloured fog (PSX only) 


Monsters: Disciples of Gaia™. Tired of Sa 

the earth from aliens and think you 

create a better opponent. Well, here’s you 

chance, tough guy. Combining monsters to 

form new ones is just one of the many new 

features in this enhanced Genesis classic 

coming to the PlayStation® game console. 

The Master of Monsters addiction is back 

to keep you up all night. 5 

Featuring: 
¢ Over 200 unique attacks, 

items, and weapons for you 
to kick butt 
Save monsters for 2-4 
player battles 
Engaging environment and 
evolving storyline 
New enchanted magics to 
serve in your quest to save 
the world 


For more information: 


www.asciient.com 
Customer Se 
50-780-0 
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title publisher rating # 
Nintendo 6 

1080" Snowboarding Nntendo eee a 
Aero Fighters Assault Video Systems Inc. ie » 
Aero Gauge Ascii ie 9 
All Star Baseball '99 Acclaim te cx} 
Automobili Lamborghini 64 Titus aad 7 
Banjo-Kazoole Nintendo: SR hehehell 43 
Blast Corps Nintendo: ee n 
Clay Fighter 63 1/3 interplay + % 
Cruisin’ USA Nintendo * 2% 
Dark Rift Vic Tokai ek un 
Diddy Kong Racing Nintendo: DS hehahell 7 
Doom 64 ‘Williams: ie 2 
‘Duke Nukem 64 GT interactive ee 7 
Extreme-G Acclaim: SR ehehehell 7 
‘F-Zero X Nintendo weeee % 
HF1 Pole Position 64 ‘UDI Soft ee % 
FIFA Road to the World Cup 64 Electronic Arts ee % 
FIFA Soccer 64 Electronic Arts ae Ko 
Fighter's Destiny ‘Ocean ee a 
Forsaken, Acclaim: ee a3 
Goldeneye 007 Nintendo oeeee u 
Hexen GT interactive ae 2 
international Superstar Soccer Konan eee 2 
International Superstar Soccer 98 Konami. DS hehehel a 
Killer instinct Gold Nintendo ae 2% 
Mace: The Dark Age Midway +e 7 
Madden 64 Electronic Arts +e 7 
Mario Kart 64 Nintendo he » 
Mike Piazza’s Strike Zone GT interactive * a 
Mission: impossible Ocean ee a 
Mortal Kombat 4 ‘Midway ik a4 
‘Multi Racing Championship Ocean DR hehehel 3 
Mystical Ninja Konami ie 45 
NBA Hangtime ‘Williams ae 2 
NBA in the Zone 64 Konami + a 
Olympic Hockey ‘98 Midway * a 
Pilotwings 64 Nintendo ER hehehel a 
QBC 64 Acclaim ie ra 
Quake 64 ‘Midway he a 
Quest 64 THQ: ee 3 
Rampage World Tour Midway ** a 
Robotron 64 Crave Entertainment te 0 
‘San Francisco Rush: Midway Home eee % 
‘Shadows of the Empire Nintendo ** 2 
‘Snowboard Kids Atlus Software ie 40 
StarFox 64 Nintendo of America tee 2 
‘Super Mario 64 Nintendo tere 27 
Tetrisphere Nintendo 3s 
Top Gear Rally Midway D 
‘Turok: Dinosaur Hunter Acclaim 2 
‘War Gods Midway a 
WaveRace 64 Nintendo 3 
‘Wayne Gretzky's 30 Hockey Midway 2 
‘Wayne Gretzky's 30 Hockey 98 Midway e 
‘Wetrix Ocean 44 
‘Yoshi's Story Nintendo: a 
Yuke Yuke Troublemakers Enix au 
title publisher rating # 
PlayStation 

‘2xXtreme ‘SCEA a 3 
‘Abe's Oddysee GT interactive Deed 35 
Ace Combat 2 ‘Namco Riekehel Ki 
Adidas Power Soccer Psygnosis wie a 
Adventures of Lomax, The Psygnosis ee 2% 
Alien Trilogy Acclaim ee a1 
Alundra ‘Working Designs eee 38 
‘Andretti Racing Electronic Arts. kk 25 
Arc the Lad ‘SCEA oe 10 
Area 51 Midway +e rid 
Armored Core ‘SCEA ek 7 
Atari Collection One, The Midway ee a7 
‘Auto Destruct, Electronic Arts ee so 
Azure Dreams Konami ** a 
BallBlazer Champions ‘LucasArts: ke un 
Battlestations Electronic Arts +e 3 
‘Beyond the Beyond ‘SCEA * Px} 
Black Dawn ‘Virgin ee B 
Blast Chamber Activision ee 25 
Blasto SCEA a 42 
‘Blood Omen: Legacy of Kain Activision ee 2 
Bloody Roar ‘SCEA ee a 


Welcome to the Gamer’s Guide, the ultimate resource for checking what games to buy. Every month 
we add the reviews from last issue and push out an equal number of older ones. Which ones, you 
ask? Generally we leave the console titles in, even for games that are out of print, since there's a 


large used market. So PC games get dumped first, especially old, really bad PC titles (which, 

paradoxically, makes PC games look really, really good if you just check the ratings). Once again, 
please note the issue number — technology and game design march on relentlessly, so a game that 
Ot **x*&x* in NG 6 might be hard-pressed to score *** today. 


Bogey Dead 6 
Bottom of the Ninth 
BRAHMA Force 

Bravo Air Race 

Breath of Fire i 

Broken Helix 

Bubsy 30 

Bug Riders 

Burning Road 

Bushido Blade 
Bushido Blade 2 
Bust-a-Move 

Buster Bros Collection 
Cardinal SYN 

Carnage Heart 
Castlevania: synonony ote Wert 
Circuit Breakers, 

Clock Tower 

Codename Tenka 
Colony Wars 

Contra; Legacy of War 
Cool Boarders 

Cool Boarders 2 

Courier Crisis 

Crash 2: Cortex Strikes Back 
(Crash Bandicoot 

CCroc: the Legend of the Gobbos 
Crow: City of Angels, The 
Crusader: No Remorse 
Cyberia 

Dark Forces 

Dark Omen 

Dark Stalkers 

Daritight Confict 

Dead or Alive 

Deathtrap Dungeon 
Deception 

Defcon § 

Descent 

Descent Maximum 
Destruction Derby 
Destruction Derby 2 
Diablo 

Die Hard Trilogy 
Disney's Hercules 
Disruptor 

Divide: Enemies within, The 
Doom 

Dragon Ball GT Final Bout 
DragonHeart: Fire & Stee! 
Dynasty Warriors 
Einhander 

Fade to Black 

Fantastic 4 

Felony 11-79 

FIFA‘97 

Fighting Force 

Final Doom 

Final Fantasy Tactics 
Final Fantasy Vit 
Floating Runner 

Formula 1 

Forsaken 

Frank Thomas Baseball 
Frogger 

G Darius 

GameDay ‘97 


GT interactive 
SCEA 

SCEA 

Fox interactive 
Acclaim 

origin 
Interplay 
‘LucasArts 
Electronic Arts 
‘Capcom 
Electronic Arts 
Tecmo 

Eidos 

Tecmo 

Data East 
interplay 
Interplay 
Psygnosis 
Psygnosis: 
Electronic Arts 
Fox interactive 
Virgin interactive 
Universal interactive 
Viacom New Media 
wiliams 
Bandai 
Acclaim 

KOE! 

SCEA 
Electronic Arts 
Acclaim: 

Aci 
Electronic Arts 
Eidos: 

williams 

SCEA 

SCEA 

THQ 
Psygnosis, 
Acclaim 


2 
9 


NER BREAK SRBBKVSKSRHEANVEGKERVESRGERKRLERBSAB 


Jet Moto 2 
sudge Dredd 

Jumping Flash! 
Jumping Flash! 2 

-1 The Arena Fighters 
Kertia 

Kileak the Blood 

Kileak the Blood 2 

King’s Field 

King’s Field i 

Krazy an 

League of Pain 

Loaded 

Lode Runner 

Lost Worl: Jurassic Park, The 
Machine Hunter 

Madden 97 

Madden 98 

March Madness ‘98 
MechWarrior 2 

Mega Man x 4 

MegaMan 8 

Micro Machines v3 
‘Midway Collection 2, The 
MIB ‘99 

‘Monster Rancher 
Mortal Kombat 4 

‘Mortal Kombat Mythologies 
‘Moto Racer 

Motor Toon Grand Prix 
N20 

‘Nagano Winter Olympics 98 
Namco Museum Volume 1 
Namco Museum Volume 2 
Namco Museum Volume 3 
‘Nanotek Warrior 
NASCAR Racing 

NBA Jam Extreme 

NBA JAM TE 

NBA Uve '96 

NBA Live ‘97 

NBA Shoot Out 

NBA Shoot Out ‘97 
NCAA Gamebreaker 
NCAA Gamebreaker ‘98 
‘Need For speed i 

Need For Speed i 
Newmarviaas Racing 
NFL Xtreme 

NFL GameDay 

NFL GameDay ‘98 
NHL97 

NHL 98 

NHL Breakaway ‘98 

NHL Face Off 

NHL Face Off '97 

NHL Face Off 98 
Nightmare Creatures 
Nuclear Strike 

‘Olympic Soccer 

One 

Open ice Challenge 
OverBlood 
Pandemonium 
PaRappa the Rapper 
Parasite Eve 

Peak Performance 
Perfect Weapon 

Persona 

PGA'98 

Pitball 

Pitfall 30 

Po'ed 

Pocket Fighter 

Point Blank 

Porsche Challenge 
Power Move Wresting 
Powerboat Racing 

Poy Poy 

Pro Pinball 

Project Overkill 

Project: Horned Ow, 
Psychic Force 

Punigy Skunk 

Rage Racer 

Raiden 

Rally Cross 


SCEA 
Activision 
‘SCEA 

SCEA 

THQ 

Atlus 

SCEA 

‘SCEA 

Ascit 

ASC 
Psygnosis 
Psygnosis 
interplay 
Natsume 
Electronic Arts 
MGM interactive 
EA Sports 
Electronic Arts 
Electronic Arts 
Activision 
capcom 
Capcom 
Midway 
Midway 

SCEA 

Tecmo 
Midway 
Midway 
Electronic Arts 
SCEA 

Fox 

Konami 
Namco 
Namco 
Namco 

virgin 

sierra 

‘Acclaim 
Iguana Entertainment 
Electronic Arts 
Electronic Arts 
‘SCEA 

‘SCEA 

SCEA 

‘SCEA 
Electronic Arts 
Electronic Arts 
Psygnosis 

989 Sports 
‘SCEA 

‘SCEA 
Electronic Arts 
Electronic Arts 
Acclaim 

‘SCEA 

SCEA 

SCEA 
Activision 
Electronic Arts 
U.S. Gold 

ASC Games 
Midway 
Electronic Arts 
Electronic Arts 
SCEA 

‘Square Electronic Arts 
Atlus 

ASC Games 
Atlus 
Electronic Ants 
Accolade 
Activision 
Accolade 
Capcom 
‘Namco: 

SCEA 
Activision 

‘VR Sports 
Konami 
Interplay 
Konami 

Sony 

Taito 

Jaleco 

‘Namco 

Seibu 

‘Sony 
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Rascal 
Rayman 

ReBoot 

Re-Loaded 

Rebel Assault 2 

Red Asphalt 
Resident Evil 
Resident Evil 2 
Return Fire 

Ridge Racer 

Ridge Racer Revolution 
Risk 

Road Rash 3D 

Robo Pit 

Robotron x 

Rush Hour 

‘Saga Frontier 

‘Samurai Shodown it 
Sentient 

Sentinel Returns 
Shadow Master 
Shelishock 
Shipwreckers! 
Shockwave Assault 
‘Sidewinder 

Silverload 

SimCity 2000 
Skullmonkeys 

Slam Scape 

Soul Blade 

Soviet Strike 

Space Hulk 

Space Jam 

‘Spawn: The Eternal 
Speed Racer 

Spider 

‘Spot Goes to Hollywood 
Star Gladiator 

Star Wars: Masters of Teras Kasi 
Starwinder 

Steel Harbinger 

Steel Reign 

‘Street Fighter EX Plus Alpha 
‘Street Racer 

Suikoden 

‘Super Puzzle Fighter i! Turbo 
‘Syndicate Wars 

Tail of the Sun 

Tekken 

Tekken 2 

Tekken 3 

Tempest X 

Tenchu 

Ten Pin Alley 

Tennis Arena 

Test Drive 4 

Theme Hospital 
Thunder Truck Rally 
Thunderforce V 
Tigershark 

Time Crisis 

TWN Hardcore 4x4 
Tobal No, 1 

Toh shin Den 

Tokyo Highway Battle 
‘Tomb Raider i 

Tomba 

Top Gun 

Toukon Retsuden 
Triple Play ‘98 

Tunnel Bt 

Turbo Prop Racing. 
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Putting our own stamp on things 


FY irst of all, I'd like to thank 
everyone who has ever 
worked for your magazine. It 
forces the public at large to 
accept games as the legitimate art 
form they are. 

Anyway, I'd like to thank you 
for your feature on how to get a 
job in the game industry because | 
just got hired for my first job in 
the game industry today as a 
direct result of that article. It's 
something I've wanted to do since 
| was about eight, and starting 
next week, I'll be doing it. I'd just 
like to congratulate all of you on 
creating the best magazine in the 
industry. 

Jon Loiterman 


maverick@interaccess.com 


hanks for a well-thought-out 

and well-researched article 
on emulation and classic games. 
However, there are a few issues 
your article didn’t touch on. For 
example, Nintendo has 
successfully shut down nearly 
every significant NES or SNES 
ROM site, but people still want 


ROMs, so people with CD burners 
collect hundreds of ROMs and sell 
them for anywhere from $5 to $50 
online, at swap meets, and 
through the newsgroups. 
Simply shutting down sites 
that provide ROMs for free doesn’t 
help, since it only leads to people 
being able to make money off 
them once they've become hard 
to find online for free. The simple 
solution is for companies to 
release ROMs, or condone the 
distribution of ROMs. If the 
copyright holders simply released 
a statement allowing the online 
distribution of ROMs for 
noncommercial use (like the 
copyright holders of the Vectrex 
have done), it would be greatly 
appreciated by the community. 
Most of these games are not 
making anyone money anymore. 
Why shouldn't they be made 
available to future generations to 
enjoy? It'd be a shame to have 
emulation repressed to the point 
where it is impossible to play your 
favorite childhood game again, 
especially after all the hard work 
poured into the community by 
numerous emulator authors and 


Debate still rages over emulators and ROMs (believe it or not, though, 
this Atari 2600 ROM is ours legally) 


web site maintainers. 
Kevin “Fragmaster” 
Bowen 
editor-in-chief/site director, 
ClassicGaming.com 


n regards to Mr. 

Lowenstein’s letter, | have to 
thank you for sticking to your 
guns on this topic. Mr. Lowenstein 
is typical of the general frame of 
mind in any media-based industry. 
This twisted analysis of one of the 
few straightforward copyright laws 
comes from the same way of 
thinking that brought us copy 
protection. The consequences to 
the industry are similar, and they 
have no idea how this alienates 
their clients, most notably the 
educated consumer. 

ROM images are a scourge 
and should be eliminated from the 
Internet whenever possible, | 
agree. However, blaming the 
emulation community is 
counterproductive. In almost all 
cases, emulators (at least, the 
ones that work) emulate “dead” 
hardware, which no one is making 
money off of anymore. If anything, 
emulators are keeping the 
systems alive by bringing new 
novelty value into these old 
games and making classic gaming 
into a growing hobby. 

But above all, what bothered 
me about Mr. Lowenstein’s letter 
is how he interchangeably used 
the words “properly licensed” and 
“legal,” as if to imply that all 
unlicensed games/products are 
illegal. This is pure propaganda: 
Unlicensed software and 
hardware, so long as it does not 
copy anything directly, couldn't be 
more legal. | can remember when 
| was a kid reading Nintendo 
Power, how suspiciously we 
viewed products that (gasp!) 
didn’t have the Nintendo seal of 
quality! But unlicensed games and 


ROM images (and for his 
information, there are several 
nonlicensed games out there for 
play exclusively on emulators, 
although most really suck), like 
PlayStation modifier chips, are 
perfectly legal, and the industry's 
attempts to remove them from 
the market are about as 
groundless as Nintendo's lawsuit 
against Galoob for the Game 
Genie in 1990. 

For some reason, instead of 
making friends with the public and 
taking away any reason to violate 
copyright laws, companies insist 
on attempting to guard their 
platforms with an iron fist. This is 
not how it should be, and they are 
only hurting themselves. 

Justin Sevakis 
too.much.anime@ibm.net 


On the other hand 


was a bit disappointed with 

your response to Mr. 
Lowenstein. Instead of taking the 
responsibility as a major voice in 
this industry (which you are, like it 
or not) and denouncing piracy, you 
chose to use the opportunity to 
justify your position by using 
minor technicalities. Sure, maybe 
running an emulator is not illegal. 
But what else are you gonna do 
with it other than run copyrighted 
ROM or disk images? | have too 
much integrity to essentially steal 
from the industry that supports 
my income and entertainment 
needs. | ask that instead of saying, 
“Nanny nanny boo boo" to the 
IDSA, maybe you should speak out 
against the illegal acts of the 
industry we all hold so dear. Your 
magazine is too well-crafted and 
informed to simply save some 
face when responding to the 
worries of a major player of the 
industry. If you still hold your 
position, then | trust you'll 
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compensate the difference of 
price I'll be paying for software a 
few years down the road. Make 
checks out to Next Generation? 
D. Christopher 
Goodman 
EVA UNITII@aol.com 


As always, we maintain that 
emulators are not, by themselves, 
illegal to author or own 


couple of days ago at work, | 
Al stumbled across a real 
estate pamphlet laying on the 
break room table (hey, | had to 
read something while | ate my 
low-budget lasagna). Anyhow, 
when | picked it up, | noticed that 
strange “BPA" logo in the upper 
left-hand corner — the same logo 
that weirdo always puts in his 
“creative corner” in your table of 
contents. Why the heck would he 
put some lame real estate logo (or 
whatever it is) in there? If you 
ever get a chance to visit his cave, 
or wherever the heck he’s cooped 
up, ask him for me. Tell him to get 
out more, too. 

Errol 
NizmoGT@aol.comDate 


BPA International (and don’t ask us 
what that stands for — not even 
its web site seems to know) is the 
media auditing service that keeps 
track of and verifies a given 
publication's circulation. Obviously, 
that “real estate pamphlet” used 
the same service. 


store shelves In December 2020 


i am writing concerning your 
interview with Mr. Kelly 
Flock. While he sometimes 
seemed intelligent and interesting 
to listen to, quite a bit of the time 
he was intolerably arrogant and 
mean-spirited. | don’t play sports 
games, but | still found his 
comment about how people over 
18 didn't like NFL GameDay as 
much as they did Madden 
because “their brain cells aren't 
firing as fast as they used to” 
totally uncalled for. Being over 18 
myself (if only by three years), | 
was very insulted. Of course, Mr. 
Flock looks to be well over 18 
himself, even if he doesn’t act it. | 
would imagine that he exempts 
himself from his own judgment, as 
poor as it is. Someone should tell 
him that if he wants more people 
to at least try GameDay, he should 
try to demonstrate why it’s a 
superior game, rather than 
insulting them. 
| know that the editors of 
Next Generation try to present 
the broadest range of views 
possible in their interviews. 
However, | would greatly 
appreciate being spared such 
childish nonsense in the future. 
Josiah F. Thorne 
South Portland, Maine 


just read your interview with 

Kelly Flock. The guy seems 
really fucking cocky. Based on 
your interview, | learned that since 
lam over 18, | can't make an 


For tomorrow's gaming news tomorrow, check out NG 312, due to hit | 


The outspoken Kelly Flock’s comments in NG 45 produced some 
equally outspoken reader comments 


informed buying decision, | have 
turned into my parents, and | need 
to get a life. | also learned that all 
magazine reviewers think they are 
going to work for Electronic Arts 
some day, so they won't tell the 
truth regarding the superiority of 
Sony titles over EA's. Sega might 
as well ax Dreamcast right now 
because it's going to fucking fail. 
PlayStation sequels are unique in 
that they are dramatically different 
from the games that they released 
the year before. Also, Sony might 
sell 50 to 60 million PlayStations 
and be a viable gaming platform 
for years to come. Boy, this guy 
has all the fucking answers! Ask 
him if | can call him up and have 
him read my horoscope. 

My opinion: The more cocky 
and arrogant someone sounds, 
the more insecure they are. | think 
Mr. Flock suffers from a Napoleon 
complex. Big head, little ... Oh, 
fucking never mind. 

Ken Leitz 
kleitz@atl. mindspring.com 


Hard as it may be to believe, Kelly 
Flock’s interview in NG 45 
generated more reader mail than 
any since we spoke with Atari’s 
Sam Tramiel in NG 7 (the famous 
iS just as powerful as 
tation except PlayStation has 
more memory” interview). These 
were fair samples. You get the 
idea. Oh, what the heck — here's 
one more parting shot: 


0, how many bottles of wine 
was it that you fed to Flock 
before the interview? And also, is 
this “pre-interview inebriation” 
going to be a regular practice 
from now on? It sure does make 
for an entertaining read! 
Brian Eun 
brian@reboot.com 


No comment. 


0) K, Zelda 64 is a prequel to all 
previous Zelda adventures. | 
got that. If in fact Gannon is now 
the lowly Gannondorf, your main 
Objective in the game is to stop 
him from becoming the all- 
powerful Gannon. | get that too. 
What | don’t get is if you succeed 
and stop Gannondorf from 
becoming the powerful Gannon, 
wouldn't that open up an 
interesting hole in the storyline, in 
that all the previous Zelda games 
would then make no sense? 
Mario Granger Jr. 
magijr14@hotmail.com 


Mr. Granger, you have made an 
astute observation but have failed 
to recognize the possibility of 
alternate realities. For further 
information on this topic, read 
“Worm Holes: A New Gameplay 
Paradigm,” NG 312 (and while 
you're at it, read about how Hiroshi 
Yamauchi's still living brain keeps 
an iron grip on his company 


from his cryo tank). ING) 


NG Index 


Welcome to the NG Index. Each reference is to the first page of the story 
in which the game, company, or name appears. 
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RETROVIEW 


HE’S EVERYWHERE 


T here are a few veterans in 
the videogame industry who 
seem to have been everywhere and 

seen everything, but nobody has 
made as successful a career of this 
as Michael Katz. 

Katz received a master’s 
degree in business administration 
from Columbia University in 1967 
and took several high-level 
marketing jobs before getting hired 


We could have themed it as football. 
We could have pretended the LED 
was a running back, but we knew 
we had a game coming along from 
the developers at Mattel that was 
going to make for a better football 
game, so we chose auto racing. 

We tested themes with kids by 
showing them drawings of what 
the actual game would look like 
and having them play the 


Jack Tramiel, who had founded Commodore 
Computers, was famous for his tirades, 
table-pounding, and on-the-spot firings 


by Mattel Toys in 1975. At Mattel, 
he worked on developing a new 
line of toys. He helped Mattel 
license the Caterpillar name to 
compete with Tonka in toy trucks, 
made a game based on the mascot 
from the Hawaiian Punch 
commercials, and marketed Slime 
— a toy that would later be 
repackaged as Gax. 

In 1976, Katz asked the 
engineers in the electronics group 
0 design a game using LED (light- 
emitting diode) technology. The 
engineers returned with a strip of 
red plastic that housed several 
rows of LEDs that could be moved 
forward, backward, up, or down 
using four directional buttons. The 
unit had built-in collision detection 
— if the light the player was 
controlling made contact with other 
ights on the screen, the toy 
registered a crash. 

With the right packaging, Katz 
decided the toy could be marketed 
as either a racing game or a 
football game. He decided to go 
with racing. 


prototype. Racing came in second, 
So we themed our first game as an 
auto race. 

— Michael Katz 


In 1978, Katz was hired by 
Arnold Greenberg, the volatile 
president of the Connecticut 
Leather Company (better known as 
Coleco). With Greenberg at the 
head of the company, Coleco 
abandoned leather goods for 
electronic games shortly after the 
release of Home Pong in 1976. In 
1978, Greenberg decided to focus 
on handheld and tabletop games, 
and he brought Katz in as a source 
of expertise. 

Katz remained at Coleco until 
early 1983. At that time, he 
accepted an offer to become the 
president of a small software 
company called Epyx. 


| was contacted by headhunters 
representing some venture 
Capitalists and told about a 
company named Epyx, which they 
described as a $1.5 million 


by Steven Kent, author of a forthcoming book on the history of videogames 


computer game company losing 
$400,000 a year in Sunnyvale. 
— Michael Katz 


Katz became restless after two 
years at Epyx. He liked working on 
electronic games, but software 
bored him. Around this time he 
went to lunch with Sam and Jack 
Tramiel, the owners of Atari. They 
made him an offer and he 
accepted, all during a single meal. 
Interestingly, two engineers 
approached Epyx with designs for a 
handheld game system, just about 
the time Katz was leaving. Epyx 
adopted the project, which was 
eventually named Lynx. Within a 
few years, however, Epyx filed for 
bankruptcy protection and Atari 
ended up with Lynx. 

Life at Atari could not have 
been fun for Katz. Jack Tramiel, who 
had founded Commodore 
Computers, was famous for his 


micromanagement of Atari during 
his time with the company. He 
seemed to have found the secret 
for surviving with them, however, 
because he lasted at Atari for three 
and a half years. 

In 1989, Katz left Atari and 
spent three months traveling the 
world. When he came back, Katz 
took his last big job in the industry 
— president of Sega of America. 
David Rosen, the founder of Sega, 
offered him the job in September 
1989, and he took the position the 
following month. He started just in 
time to launch the Genesis. 

Things did not go well for 
Genesis that first year. Although 
people liked what they heard about 
Genesis, most of them remained 
loyal to their NES. Nintendo released 
Super Mario 3 at that time, and the 
NES had its best year ever. It was 
during this time too that a Sega 
designer named Yuji Naka began 


Katz became restless after two years at 
Epyx. He liked working on electronic games, 


but software bored him 


tirades, table-pounding, and on-the- 
spot firings. 


People give me credit for working 
for both Arnold Greenberg and Jack 
Tramiel in one lifetime and surviving. 
They ask, “How could you work for 
Jack Tramiel?” and | say, “| worked 
for Arnold Greenberg for three and 
one-half years.” 

— Michael Katz 


Although Katz speaks kindly of 
the Tramiels now, the industry is rife 
with stories about their 


work on a game that Katz never 
understood. It was about a little- 
known rodent: a hedgehog. 

Impatient for more sales and 
not satisfied with Katz's 
explanations for why Genesis was 
not selling well, Sega of Japan fired 
him in 1991 and hired someone 
Katz had known in his former life as 
an executive at Mattel — Tom 
Kalinske. With Sonic the Hedgehog 
as its mascot and Kalinske as its 
president, Sega went on to become 
a major player in the videogame 


industry as we know it today. [NT=} 
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A sequel too far? 


Find out in our comprehensive feWeM~next month. 
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